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We meet 



Qn September 9, the world of 
videogames will be forever changed. 
Sega Dreamcast will launch with 
nineteen stellar titles, a built-in modem for surfing 
the Intemet and playing massively multiplayer 
games, and a 128bit graphics engine to rival 
reality. It will be, in every way, a revolutionary 
console. It deserves a revolutionary magazine. 

Like the system, we're ahead of the curve. 
Dedicated to bringing you the complete worid of 
Dreamcast in every issue, our promise to you is 
that we will work tirelessly for the biggest 
exclusives, the best features, the most accurate 
and in-depth reviews, and the most 
comprehensive tips and strategies. We will never 
review a game until it's completely finished. And 
when it arrives in the office, we won't score it 
until we've played the whole thing through, 



again . . . 



from the start menu to the end sequence. 

But what about that 'official' tag? That means we 
can't speak our minds, right? Wrong. This magazine 
carries the official license because that's the best 
way to give you, the reader, the best value every 
issue. It gives you a GD-ROM (starting Issue 2) 
packed with playable demos, and uninhibited 
access to Sega's legendary world-class 
development studios. It gives us the backstage 
pass. But Sega has absolutely no say in the content 
of this magazine. We are editorially independent — 
beholden to no-one. We answer only to you. 

Welcome to the premiere issue of the 
Official Sega Dreamcast Magazine. We've been 
expecting you... 



i 



Simon Cox 
Editor-in-chief 
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DC DIRECT 

Dreamcast News Network 



This issue; Dreamcast prepares for launch, tons of new 
peripherals announced, Sonic's TV adventure. Sega's arcade 
stunner F355 Challenge debuts, pg 13 
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Your rants, raves, questions, and other miscellaneous 
missives processed by our mail drolds. pg h 

Fantasy Zone 

RPG news. Pto/ed A/es revealed 
Langrisser update, and Q&A. pg 26 

Arcad&2QDe 



Special Report 



Coin-op news. DCM visits Gameviwrks 

and takes Crazy Taxiior a spini pg 28 -wv 



Profile 




Coin-op king Midway has a stunning line up for the 
Dreamcast launch. Read all about it here! pg 80 



Team Battle 



Editors locked in a room with three 
weird Japanese games pg 94 

DCNalian 

The Dreamcast online gaming 
revolution starts here' pg118 
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Sonic creator Yuji.Naka gets chatty with DCM on 
Sonk:^c/venn;re, and his. er, Namco dream. - pg 34 



Win a Hydro Thunder arcade machine and find out 
what's cooking for Issue 2 of DCM- pg 120 




Virtua Rghter 3tb 50 
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FEATURES 



D-Day: A Survival Guide 

A survival guide to the Dreamcast launch 
line-up- We give you the low-dowm or all 19 
launch titles and lell you what to buy on 
September 9. pg 38 




Dreamcast 101 

Everything you ever wanted to 
know about your Dreamcast from 
the inside out Plus: We reveal the 
Dreamcast hardware designs that 
didn't make the cut pg 88 




TEST ZONE 

In-depth Reviews 



onic Adventure Super Test 

Read our massive in-depth six-page Super Test review of 
the incredible new Sohk game. This is the EXCLUSIVE 
review of the FULL US version. Accept no 
substitutes! pg 9S 

House of the Dead 2 




HOW TO.. 

Tips, Codes, Strategies 



The retum of the Irving dead! The arcade 
smash comes home to Dreamcast m fine 
s^le. Read our review on pg 106 
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Sorjrc Adventure crackec^ :.t ~l'-i. 
how to get every one of the 130 
emblems, how to breed and raise your 
very own Chao. and reveal the online 
secrets of this amazing game! pg 110 
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Introducing... 

Team DCM 



Sasjkaftt(j9 kidfsi ialk {Acs] dhafs 1|kjd afslktl k^lsKI 
dksjlk^jskdjalkjs dikjai kfslkd asjkaskjs kjdfsljaiki 
dksjdk ajsflkajs kd)alkjsd Ik)al3as)k»k jskjdfsij jkas 
KjskJ cttsljalkjdk sjdka jsljkjdaj&lkdjka Jlskjdks Jlk^skd ^kis 
dlkialkls IkdJIka sdifhdjf hdtt dtdjdrkdttij 



SIMON COX 






EdKor In Chief 

Background: 

Previously Executive EdKor 
with Ima^ne's ground- 
breaking Sext Oenaraikm 
magazine and (In a formef 
iFfsl fuH-tiine Englishman. 

FavOfTte Sega gan>e: 
Arcade classic OutRun, 



RANDY NELSON 

SenkK Editor 

Bac^^g.'0(J^c: 

PrevkMJsty seen working 
tirelessly for internet 
games destlriatlon, 
IGN.com. and (in a former 
IHe) EB sales guy. 

Favorite Sega game: 
GwnstarH»roea 



FRANCESCA REYES 

Reviews Editor 

Background: 
Star WTtter for Imaghte's 
UHra Game Players, PSM. 
and Next Generation, 
m^azlnes and (In a former 
IMe) coffee shop slave. 

FavOTtte Sega game: 
Shtnlng Force II 
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Ticfclodplnl 
i must say, I w^^jcMed pink several months ago 
when I discmerttd mat Imagine would be doing the 
OfTiciai Oreemcast Ma^^ne. That said. I'd like to 
add my two bus on whatiSr hoping to see in your 
magazine 1 ) Great coveragesjf impons. I want to 
know what I'm missing, and I trfftt you guys to 
provide honest reviews of games vJ«j}robably will 
never see twre m the US, so I know if\game is 
worth the S60. 2.) Brutal honesty in reviMt* Oe. no 
signs of Saga's ass stuck to the review^s n^. 3.] 
Quality sOMn shots. There's little ^use for doiog 
screen grabs ai 160X120 at I0d^ Please. PLEASP> 
try and get decant screen slvfs without doctoring 
them (yeSw this is a peeved mine}. A.] Interviews. I 
kive good inierviews wMti creators, programmers, 
artists, etc 5) Readtff interaction, ltd be nice to 
see polls run ofUAe web or via email, on a variety 
of topics to g^uB an idea of other console 
owners' opmions. 6.) System bias kept to a 

I realize ttut this is THE Dreamcast 
a. but I Ihirtk %ve could all do without the 



The man who vwould be king 

Hello. I was wondering if you can 
answer orw question. Will SNK bring out 
Kmg of RghUtj Dfeam Match W in the 
US? I know SNK gsmes aren't vefy popular with the 
mainstream US crowd, but my fnend would pretty 
much buy a DC just tor thai game alone! I talked to a 
person that works with SNK and sad that they had 
plans to release it. but I hM«n't heard anything official 
yet Please help us SNK fans if you cant 

SMKFan, 

lwtn» m Boone 

via email 

Help b on the way; JemMl SNK have dKUad to give US 
gameis Miotlier tast* ct wtal R'a known tor thfoughout the 
wofi± non Kfe«of r^Mwil bpMt a Mi pmlMr and an In- 
deplh look at SNK's o«hw ton fwnfNi. (ha Nao Oao pocfcet. 
to the next iMua m DCM. Expod Ml compaObBty batwacn 
the colof hand haM and Draamciaat. aa weS m a great Sttle 
M« of fVMws tWe on tha NOP. 



Fanatic Case File No. 3021 

With the Dreamcast almost out it's 
difOcult for me to avoid salivating every 
time I hear atmut one of Segas schemes 

to take back the market that is nghtfully theirs. 

However, with all this anticipation. I can't help but 




monthly repetition of "PSX Sucks. Nintendo blows' 
garbage. 7.) Contests! Lots of them wnth great 
prizes! "Nuff said! 8.) Last buj.definitely not least, 
demo discs! There you go. 0ood luck as you pull 
things together over thi&hext month or two. and 
rememtwr we're wailing! I can't wait to check out 
the first issue and see how things turn out 
Best of luck to you. 

jy' Landon HoUk 

CSDBA 
Self MemorU Hosptt^ 

nks for tfie ^tat lettet, LandonI As we hope you can 
see from ttw Issue ^u're rmm holding in your hands, you 
need not faaK And yot^^ rest assured that we'll be 
keeptag aa tor away (ronOfiega's -ass" as is humanly 
poasMe. Anyway; alow us to. an. tdss yours for a minute 
by b eat owto g ^mn you our flist'Oetter of ttw Month 
awarri. Expect a fcce year's aabaerlpSM to DCM. as well 
as an extra Sega Dreaaicast cent r o fcr Wtf>e mai in the 
very near future. Con^atulatkms! 




SNK fans 
take rtote: 
both Kir^of 
FlgMen 
Dream 
Match -99 
for 

Dreamcast 
as well as 
the Neo 
Geo Pocket 
Color 

verskMi are 
on the wayl 



"I'M HOPING TO SEE IN YOUR 
MAGAZINE BRUTAL HONESTY IN 
REVIEWS (NO SIGN OF SEGA'S ASS 

STUCK TO YOUR UPS)" tendon Hobos 

wonder, will my Saturn take the role of my once- 
beloved Sega CD and sit by the TV collecting dust? I 
think not 

I still remember the day I bought my baby [February 
20th. 1997]. I spent more money on it than anything 
else in my life. In order to even play my only game 
(which I bought almost a month later), the Legend of 
Oasts. I had to borrow an RF-switch from my friend. 
Now. I've spent more money on my Saturn than I care 




to lell my parents, and logged more hours on it than 
I've slept these last two years. At the same time. I grew 
to hate Sony for 'killing' my god, and got rid of any 
rKMi'Sega video game systems I owned to purify 
nnyseH. Even better, I imported Grandia. even though I 
know no Japanese, because I couldn't pass up the 
greatest game of all time. In fact to prove my undying 
tove for Sega. I even got a tattoo in the shape of the 
Empire "s symtwl from Panzer Dragoon. When people 
ask me what it is. I tell them it symbolizes hope. 

Kurt Best 
A6l>e6tos4 @ hotmail . com 

ntau're puHng our tegll A tattoo,. reaflyTT! That has to take 
the cakal Send us a picture ol It and we'n send you a 
: 1-Mrt. Kurtl 

KHelp! I'm a Mech freakl 
I'd just like to say that the five games 
that I'd love to see on Dreamcast [when I 
get one. of course^ are: 
Gundam 
Slave Zero 
Frame Gride 
^tace Griffon 
Virtual On 2 

I'm a mech freak. . so. sue me... erm,., mayt)e you 
t>etter not.. I won't have any money after I buy all of 
these games. Okay, what game would I most like to see 
brought back for Dreamcast from an older system? I'd 
have to say Metal Warriors by Konami on the SNES. I 
realize it's a Nintendo machine, but maybe Konami 
could still make an update hope. I hope, I hope!). 
Lastly, here's a question: Exactly where is Sega trying 
to take this whole Internet thing? I'm assuming there 
will be a keyboard and mouse, and that there is a Ztp 
Drive in the works, and the modem is modular ... not to 
mention lots of multiplayer games... but are they realty 
ready? Or are they going to pull a 'Saturn' and re- 
release the games that weren't previously Internet 
capable? Thank you for your time and good luck on the 
magazine. I know I'll be subscribing! 

Austin Rucker 
Chowboy 9onram p. net 



Hands on 

Dear Dreamcast Aficionados. 

I am writing this letter in the hopes 

that it will strike an early chord with other 
DC fanatics. While I am patiently waiting for the US 
launch date, i can't help but think of all of the wonders 
that await my tireless gaming hands, NIGHTS 2. Sega 
ftatjfZ MDK2. Sonic Adventure, and The House of the 
Dead 2. Yet one possible game has escaped the 
masses, the f^antasy Star franchise How bad ass 
woukJ ft be to have f^antasy Star t' as a launch title? 
Man oh man. I would have to take a couple of days off 
from work for that Project Ares has t>een announced 
by the original team that did PS on the Sega Master 
System. This is the best news I've heard about the 
Dreamcast since fViGHTS ^s development went 




official! Sega has always supplied the fantasy realm of 
the video game industry. I would also love to see an 
update to Space Harrier done as well. Sega needs to 
take a look at their roots, because that's where we all 
fell m love with Sega to begin with: 

Dominic iason Leeah 
Dominic . leeahfi compaq .com 

Just like Hollywood 

It's good to hear that you guys are 
doing the Official Sega Dreamcast 
Magazine. I'm a big fan of PSM, and I 
just hope that you can keep that independent spirit 
while doing a sanctioned mag. I'm majody stoked for 
9/9/99. i already love the Dreamcast I kind of wonder 
though... almost every game I've seen announced for 
US release is mmored for a September 9th release It's 
going to be the biggest launch ever, but I'm starting 
to think that this is going to turn into overkill. Do we 
really need 20-plus games on one day? Im afraid that 
this might dilute the market Just like in Hollywood, 
they don't release all of the summer blockbusters on 
the same day. They all have their own time to shine. 
Just a thought 

Ken R. Murray 
Toledo. OH 



You give me fever 
Hey. what's up? 

After hearing about a new magazine 
from Imagine, I was realty excited. But 
when I heard it was an official Dreamcast magazine. I 

'TO PROVE MY UNDYING LOVE FOR 
SEGA, I EVEN GOT A TATTOO IN THE 
SHAPE OF THE EMPIRE'S SYMBOL 
FROM PANZER DRAGOON" Kurt Best 



will Sega 
repent for 
Its past 
sins on 
Saturn with 
Pha/rtasy 
StarVf 
Project 
Ares may 
be it. but 
expect big 
things 
either way. 




really cried for joy. Anyway. I'm a really big Sega fan 
and I have a few questions. 

1. Is it true that Marvel vs. Capcom has a new mode 
called Cross Fever? If so. will this change the game? 

2. What are your thoughts on the Dreamcast 
controller? Why didn't Sega design a controller with six 
buttons on the face instead of four? 

3. Will Sega bring out a Panzer Dragoon game on 
Dreamcast? 

4. And wrili Shenmue for the US be dubbed in 
English, or will rt be in Japanese with English subtitles? 

0c8oi06Qaol,com 

Thanks lor the support! 

1. Yes. there Is a Cross Fever 
mode that er\ables four-piayer 
fighting action In Marvel vs. 
Capcom. which we think answers 
your next question. Inuglne you 
and three buddies going to head to 
heed as any character from 
M^aman to Spidey! That's sure 
to change the way the game 
plays in a good way. 

2. A-ha. the slx-tiutton contrpa er 
debate! Ttie best way to remedy 
yaia need for complete fighting 
game cotitrol is ttie official 
Dreamcast Arcade Stick, wMch Is 
being brought Stateskie by A«ETEC 
(tormerty ASCII). Vou may also want to 

check out some of the six-button 
controllers tieing brought to market 
by Interact 

3. No ivord on a Pamer game as of 
yet. but we're hoping so. 

4. Right rtow. n's much too far 
off to tie able to report on any 

of the changes bekig planned 

for the US version. The 

localization for the game, 

know. Is gok^ to be a 

wtth tons at titirtfignri 

chapters. We can 

Sega decides to go tfiie Pamer 

Dragoon Saga route and subtitle all 

the dialogue. ttdplR feels more 

authentk: that..i|ri^doesn't R7 




TALK IS CHEAP, AND SO IS POSTAGE... 



TTte pen Is mightier than the sword. And so Is the keyt>oanl... erm... arid perKll. Drop us a ina at: DCM. c/o Imagine 
Media. 150 North HHt Drtve. Bnsbane. CA 94005. Etectronteally Is even t>etter OCMag9inu0nemedla.com. In 
anticipation of DCM's second Issue and the launch of the Dreamcast. ser>d us a letter detailing your tavortte Sega- 
related experience. The best letter gets a twoch of cool Dreamcast swag direct from Sega and DCM! 
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Get your mission briefing at www.eidos. 
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USIVE PLAYABLE 
DEMOS — TEST OUT - 
THE HOTTEST < 

• Virtua Fighter 3tb 

• Ready 2 Rumble 

• Trickstyle 
H • Dynamite Cop 

...AND MORE! 

EXCLUSIVE 
1BAME VIDEOS 

Hlbe every game in action 
^IPfore it liits shelves! Each 
~ disc will come jam-packed 
with loads of high-quality, hot- 
from-the-Dreamcast gameplay 
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Check back next issue 
when the DC-ROM pages 
will be fully operational — 
providing you with a 
comprehensive guide to 
your exclusive Dreamcast 
GD-ROM demo disc! 
Okay — what are you 
waiting for? Turn the page 
and enjoy America's most 
exciting games mag! 






ARTING ISSUE THRE 
E TAKE IT TO THE 
NEXT LEVEL! 

• EXCLUSIVE video 
interviews with 
top game 
makers and 
Sega's finest! 

• EXCLUSIVE 
Downloadable VMU 
games! 

• Video walk-throughs — we s 
you how to master all the t'^ 
games! ill 

• DC Nation Live^ Ori-th 
reports from every Drea 
event! , » 

• FREE sen 
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ON SALE 

DECEMBER 

7TH! 
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state of the art, web 

ready technology, nineteer 

amazing titles at launch, am 

a bright new future for Sega.. 






f you're reading this, then chances are 
that you've already bought, or arc 
planning to buy, Saga's stunning new 
machine. The good news is that you've made the 
right choice. Well done. Much as it noimalty hurts 
to plunk down two hundred big ones for anything, 
this tinte you can rest assured that you have picked 
the ultimate games machine. Expandable, exciting, 
explosive. Dreamcast is finally here. 

For S199. on September 9. 1999, you can go 
home with the world's first Internet-ready console, 
with a built-in modem and demos of the moat 
technically advanced console games ever made. 



THE UNE-UP IN FULL 

At the time of writing, the following 
games were confirmed for September 9. 
flf some don T .i nn't call us} 




PLATFORM 

Sontc Adventuie • 6'.-, 

nOHTING 

Soul Callbur • Namco 

Roady 2 Rumt>le Boxing • Midway 

Mortal Kombat Go4d • Midway 

Power Stone • Capcom 

Marvel v& Ca^soflj^^apcom 

King of Rafters: 

Diecm Match '99 • 

RACING 

Hydro Thundef 
Trtckstylc • i 
TNN MutEireports 
Hardcore Heat • 4SC 
Tokyo xtreme Racer 

iWooaco araacrprix • Ubi 

n^ to Flag • Sega 

SPORTS 

NFL Blltl2000 • M.tf.vay 
NFl. 2K • ?ege 

ACTION/SHOOTING 

Hous« of the Dead 2 • Si:g 
Blue Stinger • Activision 
Alrforce Detta • Konami 
Annada ■ Metro 3D 



way ^K 




With pre-orders already at 250.000. it's the first 
console to launch with a finnly installed user 
base, and in launch terms, has already crushed 
the initial success of Sony's PlayStation 

The Internet-ready console will be prepared 
for plug-and-play the second you gel your 
machine home. The Dreamcast Passport 
GD-ROM is included with the console, and will 
guide you swiftly and simply online, using 
either your existing ISP, or hooking you up with 
Segas recommended partner - complete with 
special offers You can immediately browse the 
web. send email, chat with buddies - and. soon 
after launch, piay games online with your 
friends. A keyboard will be available from day 
one. and Sega intends to make Dreamcast 
gaming the ultimate online experience. 

There will be an overwhelming 19 
Dreamcast gemes available at launch, a figure 
made all the more increcS)le by thg numbers 
the competition can boast Sony PlayStation, 
its next biggest nval. had only eight, while 
Nintendo 64 ftarted life with a paltry two Not 
only IS the number of launch games massrve. 
but it covers every major genre: shooting. 
fighting, driving, and platform. With companies 
like Namco, Capoom, and Konami supponmg 
the console from day one, it already has a 
massive advantage over its antiquated rivals 

And of course. Sonic is back Only a 
reunion of the Beatles has been more eagerly 
awaited arounc the worid, A crack team of 
Sega programmers, including Some creator 
Yuji Naka. "las been here in the US. tweaking. 
changing, and improvir>g the US version of 
Sonic Adventure for months. Their hard work 
and dedication means that the version 
American gamers get their sweaty mitls on is 
bigger, better, and even more fun than the 
brilliant Japanese original 

The ninth of September. 1999. will tie the 
most remarkable day in the colorful history of 
videogames Sega is back and setting the pace 
to fast-forward. It's time to play. 




SOLID GOLD 



llvee games you 
simply must buy 



Juai to Ipreao the goodness 
around, we suggest you lake the 
toKowmg thiae games home wrdti 
jrour new console on day one 
Oiu! bear in mind that there are 
Mhet good ctK»ces to t>e made) 

SONIC AOVENTUR£ 

No console teunch is oomplete 
wRhout a oMform game. Sonjc 
Has been beefed up significantly 
tbioe lis Jepsnese rel« 



NFl 7K 

football never looked so good. 
Huge. nuNJ polygon Tigures witfi 
■unnirtg motion capture show 
Ineredible attention to detail 

SOUL CALIBUR 
Namco's srcade lighiar mxfml a 
fnakeooer be<o>« Mapping up ttw 
Drewncaat aage, Mftien ifl mooon. 
t^e results are truly anwitm. 




! 



i 



IN THE BOX 



So what should you expect mrtien you unpack your 
brand-spanking-new system on September 9? 
Here's a rundown of what you'll find inside the box 
(no, you dont get a 29-inch wide-screen TV). 



(£) Dreamcast console 

(|)Controtlerx 1 

(S9 Composite A/V cable 



($) Power cord 

(D Instruction manual 

5' Dreamcast Passport 
web software 



Even if you can only afford one game at launch, you'R Und a coflectkxi 
of supert) demos ready to boot up. Sega's Dfeamcast Generator 
sampler dtoc contains seven playabte demos and four movies. Enjoy. 



PLAYABLE DEMOS 

X^ Sonic AdfenturB CSega) 
!$) Reatfy 2 Rumble (JAiii<MByi 
^ Monaco G/am/ Aur CUbJ Soft) 
'$: Ptmer Stone (Capcom) 
^ House of the Dead 2 {Sega) 
1$} Rag to Rag (Seqa) 
(^Sega Bass Rshktg (Sega] 



MOVIES: 

® Sega Sports NFL 2K^(Sega] 

(D Sega Sports NBA 2K (Sega] 
% Hydro Thunder (Midway) 
@ NFL Blitz 2000 (Midway] 

(cuckwlM frwm top Ml) Ready to 
g IMfl fc . Power Stona, Rag to Flag, artd 
Mdum or the Dead 2 
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DOsai 




Dreamcast News Network 



FYI 



tMrd-pcfMHi PC adventure 
titte Outcast to Dreamcast. 
The title fannusly eschews 
polygons fof i Miel-bascd 
engine and possesses some of 
the best visuats jret seen on 
Dreamcast (PC vetsion below). 
For release ncit sprint 



HANDS ON 



Peripherals up for grabs 






B 




to last becoming 
p«w>l m« Id* new tacir^ 
lilies, the latest of whicl) 
comes courlesr of IMim^e 
Race developei Kali^to — 
early adoptei of the PoweiVR 
teclmulofSi inside Dreamcast. 
XLemtion ^ below) ptomlses 
sohd 60 tps (3Cing on 16 
cmmes cncomp^Ains arcjde 
and chantpionslvp modes. 



houtd you find yoursetf with 
spare cash on day one [who 
are you. Bill Gates?], there are 
plenty of third-party peripheral 
manufacturers lining up to tout their 
licensed wares. While not aJl the 
controllers and other gadgets listed 
below have been fully licensed at press 
time, all of tite folkiwing products w9 be 
available on September 9. 
For further infofmation, 
contact the individual 
companies or visit 
their websites. 




ARCADE STICK 

AGFTEC (www.agelec caam) 

• Heavy, durable arcade stick 

• 6 buttons 

• VMU Slot 



f 



wM soon be s(x>ll tar dwice. 

JoHig UCPs Ctxil BoarOers 
Hum (iinhough much later) 
is Infogrames' Supreme 
SnowbonrtUng (tiekm) The 
HousjwianuB daiwIopmJ eiie 
is scI<«MmI tor Mart !•«. 




ALLOY ARCADE STICK 

Interact 

(www.inieraci-acccom) 
Price: SS9M 



I 



' 12 buttons 
' Aluminum base 
■ Programmable 
functiorts 



ACT LABS RS 

Act Labs [www.act-t8bs .com) 

Pnce:S6999 

• IrKludes foot [jedals 

• Programmable 

• Sieering wtieel cover 



TREMOR PAK — 

Intanct 

• Adjustable vibration 
■ Compatible with Sega's 
pack-In controller 



QUANTUM 
FIGHTER PAD 

Interact 

Pnce SZ959 

• 8 buRons 

• Programmable functioos 
ar>d auto-fire option 

• VMU and Jump Pack slots 



V 



STAR FIRE 
LIGHT BLASTER 

Interact 

F»)ce.S29 99 

• Auto-fire Function 

• Auto-reload furKlion 

• VMU Slot 




ASTROPAD 

Iataf9ct 

Pn<x$2*a9 

' 6 buttons 

• Auto-fire option 

• Slots for VMU and 
Jump Pack 

• Comes In four 
different colors 



RADIUS 
RACING PAD 

Interact 

Pnce. S34.99 

• Doubles as regular/ 
racing controller 

• Allows for turns up 
to 60 degrees 

■ VMU and Jump 
Pack slots 





COURT SESSIONS 



HOME ALONE 



Capcom's Residertt Evil may have sold in 
lnicfc-k>ads around the world, but the 
oriuiiial 'survival horror' experience t;an 
to traced back to Infogrames' 1993 PC 
d— ic Atone in the Dark. Heading for 
IVasmcast is the fourth installment in 
the series (below), in which you're 
forced, flashlight in hand, to navigate 
■pooky passages and scramble along 
rofiftops, with all manner of dreadful 
uhouls nipping at your heels. With Code 
Vnronica [page 56] and AITDi both 
Mfriving some time next spring, the new 
'Millennium is shaping up to be a 
Klhtmarish time lor DC owners. 



NBA Showtime hoops it up this November 




□ early out of 
the gate with 
its impressive 
four-title launch volley 
(page 80), Midway has 
given DCM a sneak 
preview of Its next 
Dreamcast offering: a 
pixel -for- pixel port of 
coin-op NBA Showtime. 

On the arcade circuit 
since early April, Showtime 
takes the adrenaline- 
charged two-on-two play of 
its predecessors. NBA Jam 
and NBA Hangtime. and 
employs full 3D. further 
spicing things up via a 
broadcast TV presentation 
Ccounesy of NBC) that 
includes some truly jaw- 
droppmg slow-mo slam 
dunk replays. 

NBA Showtime retains 
NBA Hangtime's create-a- 
player mode, while throwing 




* Ubi Sort has gamed a 
license hooi Team Stuuki 
Alstare udMCh lands a lorgH 
dose of leaksai to its first 
Dreancast molorbilie radng 
Sim. RetHiiK Racei. Due (Ms 
laU. the ganw wil be re^tiUed 
SuaJii Abtare Racme and tM 
feature the team's tw drrven 
and their btke^ — such as the 
AKtaie GSX RGOOs and GSX 
R750S. (Wen. you hare to l«ie 
bihe». redtj.) 



A sophisticated play mode 
nteane players don't even h>ok 
where they're dunking (right) 

in a slew of new hidC' 
characters and codes. - 
players will also have access 
to a new home-only season 
play mode that features full 
statistical tracking. You'll see 
more of this next issue. 




♦ DMA Design. Scottish 
creator ol the 16bit classK 
Lemming, is assembling a 
Avtskm ot heavily amiMi tanks 
tor Its first Oteami^asl tMe. 
WiU Mflaf Countiy To be 
DuUi^hi-d by Ruckslar Games 
this taU, MHC^ mil of action 
and stial^T has rou 
CMitralkie a battlcfieW ol 
taacilul liwl lethal) arlilcry in 
h% 3D shinnishes. 



iVIDK SHINES AGAIN 




Once more unto the breach with Kurt Hectic (and a dog) 




a ell bent on delivering a 
Schwarzenegger-sized helping 
of gun-toting action. Interplay 
is long into development on MDK2, the 
sequel to Shiny's gritty, yet darkly 
humorous, PC action game. 

Here are the details we've dug up so far. 
Implausibly well-armed hero Kurt Hectic is 
back, joined by two additions to the character 
roster, his dog Max and the 'eccentnc' Doctor 
Hawkins. Their collective talents [Kurt's 
stealth. Max's firepower, and the Doctor's 
MacGuyver-like talent for creating weapons) 
will be put to the test across nme stages- 
According to developer BioWare, the game 
Wfill be a more adventurous romp than its 
precursor with a stronger focus on exploration 
and character interaction. MDK2 is on target 
for release by year's end - look for an 
in-depth preview of the game next issue. ^ 



« S^a B evalualine (startlne. 
surely, with the nanie) the 
iapanese robot fl^i ti ne game 
Frame Gride for possible 
domestic retease neit year 
Highlif^hts are customuaUe 
robots and luBh organic arenas. 




MPK^s cast (ckKkwtee from top): Ktirt Hectk:. 
the 'eccentric' scietrtist, aiwl Max the dog 



WNcMMMl faworm 

ftom »ie Gems days 

saw a w el kn ow n 

Ma's camon tfMractor •Dmomc 

tmxj0i tottond? Banui quMOon' 
what wee ffw cnpoy Kjtomv'' 
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Dreamcast News Network 



Sega is planting a pott of 
lb NaomMiased areade soccer 
title Vn-hia Stnker Ver. 2000 
fo> release on Itie S^a Sports 
label next year. Ilie coin-OQ is 
civmitly timbering up on lest 
in lapan. but we le expecting 
great things. 



ik^ 



^^ 



• iatecowB idMM scMock 
horror adoentBR. Carrier, eariy 
nett year Set on a futuristic 
aircraft carrier overrun by — 
you giicsscd it — rombies and 
monsters . rt strangely features 
realtime backdrops and 
dynamic cameravrorii similar 
to Capcom's R«CNfent tvil: 
CoOe Vcromca. Hmmm. 



* Tiickstrfe coders Criterion 
Studios are wortiing on Deep 
FigMer TTie Tsunami OHensne. 
a underwater action stiaolcr 
(or UU Soft. Set ■> h* 3D and 
integrating reattkne strat^y 
elements, tlie developer's 
tecond DC release is headng 
Stateside in sprsig 200D. 




• Raytnan developer Ubi Soft 
is producing a tMid^person 
action game based on ITie 
New BMnum iOtrentures 
animated senes. Expect lots 
of high-tech gat^lry land 
plenty of spandei) wfien 
it's released next 



ALERT 



Sega's F355 Challenge heads full throttle for US arcades 






"Hello, is this Sega? Hi, rtsOCM. You krww that new f355ccrffWHi7 Yeah, we<i we want one ctellvered to the otflce 
please. We'd like to test drt... [Itne goes dead) Ei.., Sega? How about some screens, then? Hello?' 



Oega's Yu Suzuki 
and a huge team of 
designers are hard 
at worit on a Naomi-powered 
coin-op racer that's shaping 
up to be the most incredible 
driving experience yet 

Using three screens to 
simulate a convincing wrap- 
around display — and not one, 
but four Naomi boards running 
in parallel - this is certainly no 
technical siouch. In fact there's 
enough hardware m this baby to 



scare the pants off high-end 
Sim manufacturers. During its 
development Ferrari has been 
lending full support to the 
design team to ensure every 
aspect of the games 
look, sound, and 
feel are spot on 
Next iss 
we'll have pla\ - . 
this awesome 
game, so look out 
for an exclusive 
in-depth report. 




Sqp#D«>naR 
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Dreamcast News Network 



Sonic Adventure backpack 





Giant Gram VMU 

SeQa (Japan) 

Pnce- ¥3.600 



OHM Grant e ttie fust Hxxm 
eoKi-op in Japan lo inchxJe a 
VMU HOH tor uploading/saMng 
game data. This custom VMU 
includes a training game. 




Sega 

Pncc. N/A 

Vbu wont find this Sonic ootectable at you Idc^ Track 
'n Trail sfMp. Ifs one of only a dc^en or so in a J SHn c m 

and you can Win i( (and other I'Leins] -isii aaut. 



Rei Shenhua figure 



WSKY BUSINESS 



The future of DC data? 

p^^H reamcast is an endlessly expandable beast, and to 
I ■ prove it, Iomega's clever Zip Disk technology will be 
^^^^fl resting snugly underneath American systems next 
year — in the shape of a re-writable drive from Sega. 

Initially, as a means for storing saved games, e-mail, and media 

clips, the device will eventually be called into play for downloading 

game updates and demos from the web. Each disk will hold up to 

100 megabytes of information - let's just hope it 

doesn't all go toward unwanted spam mail. 

^,,„^ We'll have details of this add-on 

""'^^'^^^^i'C^^ peripheral as they're released - 

'"'^^^''^^ ^ currently we have z\$ 

{Groan -Ecf). ^ 



Honestly, it won't 
look anything like 
this. ( Erm, who 
OMactty chose this 
picture? -&.) 



SEPARATED AT BIRTH 




Tom Cruise has a lot 
to answer for. Slrxe 
Top Gun. we've lost 
count of how many 
game characters 
aspire to his crap 
SOs style. St)entnue 
hero Ryo Is. Sega 
assures us, taller 
than Cruise (and 
thar>Mully, he keeps 
Ms pants on). 





DOUBLE-EDGED SWORD 

Capcom has just announced plans to 
convert coin-op fighters Pfasma 
Sword Cright} and Tech Romancer to 
Dreamcast. Both games will debut at 
the autumn Tokyo Game Show on 
September 17, promising better-than- 
arcade graphics and gameplay. 




Sonic toys 



I'UH. tlu^? Wte reckon 

'^mm Souk AtSwmm 
Irt 10)1 are toriK of the 
(nM lAdeogwne-relaied 
fHdw around. Vwrfl 
ta Mt to find them 
m US Aeh«s in a 




Jtere at DCM tovrers we've started to receive lots of 
Ktufl Things like dull faxes (and bills) go straigfit in the 
gartiage, while cool gadgets, Japanese goodies, and DC-related stuff 
■re saved for «iis page. Over the coming months, we'll be ghring you 
the chance to win some of ttiem, too. (We're nice like that) 




DC®' 




Dreamcast News Network 



FYI— 



* Bntsin 5 n3ge Sottvir:]re is 
bunging il« ei^popping 
Contra tribute. Cxpendsble. to 
the US. AJre^y consuming PC 
plavc's' leisure time, its 
m«»»t«e expk>»iofn and two- 
player, thinl-person carnage 
will arrrve on Dreamcast next 
year <anl stiouU took even 
better than on PC). 

■ -- ^Qt 



Bandaj 
considering 
U.iIesNli) launcN 
for Mobile Sutt ^^ 

Gundam 0079 
Based on Japan's 
favorite animated 
robot series. the 
mission-based combat 
Sim Is likely to stomfi our 
wajriMJtt )«at 



• Konami will port several of 
Microsotts tt>p PC games to 
Dreamcast in Japan, includrng 
MiOtowa Madness. Age of 
Empires M. MtcrosoA fl^frt 
Simulator, and Mtcrosirft 
Comt>at Fiight Simulator. 
Mofe news wtien we get rt. 
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SONIC'S TV ADVENTURES 



His Hedgehogness spins bacl< onto afternoon TV 



^^^^ hat's super-day-glo green, 
ft ' . ' J hopelessly hyperactive, and is 
^LA^a the closest thing you're 
ever likely to get to an animated 
likeness of The Cure front man 
Robert Smith? That'd 
be Manic the 



newly-bom younger brottier of Sonic. 
who's making his return to the 
airwaves in a new cartoon series 
called Sonic Underground. 

Sonic's whacked-out sibling isn't the 
only new character addition since The 
Adventures of Sonic the Hedgehog (also 
created by 



^ ^ 



Inspector Gadget animation house DiCl left 
the air. In the new series. Manic. Sonic, and 
another new arrival. Sonia. have forged a 
band [Oh dear -Ed}, and now spend their 
days 'underground' and undercover banging 
out glam rock tunes to cheer up woeful 
townsfolk who are lorded over by tfie evil 
Sheriff Robotnik 

In short: it's Sonic meets The Partrfdge 
Family — so you shouldn't expect it to be a 
shred like Sonic Adventure. 

Sonic Underground wiW be airing in more 
than 182 cities nationwide when it hits the 
ainrt/aves on August 29. Check your local 
listings for exact airtimes and stations - just 
keep the sequined clothes and giant wigs 
stowed well away. 



/^ 



HOT POCKETS 



A Neo^eo fits in your pocket (if you wear baggies) 



he handheld gaming market 

may be fiercely competitive in 

Japan, but in the US it's only 

just starting to heat up. SNK's 1 Bbit Neo- 

Geo Pocket Color recently went on sale 

and features color graphics and an 

'■>^., already estimable line-up of over 

10 games. But the NGPC has 

more than power and 

dazzle on its side 

thanks to a 

special link 

cable. 



Echoing the trend toward inter- 
connectivity in the console market, the 
handheld can now be connected to 
Dreamcast SNK has already announced the 
release of the latest in its long running King 
of Fighters franchise for Neo-Geo Ptxikel 
Color (as King of Fighters Ft2i and Dreamcast 
(as King of Fighters: Dream Match 1999). 

The link-cable works by uploading or 
download scores and characters from one 
version to the other, which is sure to work 
brilliantly with the game's special 'Making' 
mode. This allovtrs you create a character and 
earn items to trade and swap between 
versions. The Neo-Geo Pocket Color retails 
for S69.95. and NGPC games run between 
S29-S35. We'll be covering more on the 
Neo-Geo Pocket Color (and its 
compatibility with Dreamcast] 
in forthcoming issues 
of DCIM. 



DREAM ON 



Sega (1986) 




U 



It's hart to beitew that 13 years haw passed 
sinoe fA^c^ Sound Shower' bst maeeaged 
txvrarckurns. But Out Run had so much more 
thm ^st memoraljie wwir II had amaii% 
•■^iwieifci' gipWa mmMmiS beauBM 
ala0M «n ndMB nulM and emfti^ So. 
we ItMt yaut a^ee that far Se^ not to 
dewfcp a Uyfct^ed Uaoni sec^ Modd be 
anvnerciEil stidde^ (Mbl. thaf& ow excuse.) 
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ACTUAL SCREEN SHIT 



1^ 



roML'riMt 



O'ZI'JIS 



RH UUli 



^;t 



pa^niOM.^iAP 



tat 2na 3f« *"- 



■^ 



> 



^^ 







i^ 



« •^- 



y^y 5 intense play modes. 6 extreme world-class locales. 8 renegade drivers. Complete car customization. 
f ' " Advanced artificial intelligence. Customizable replay mode. 



iw Ilia 111 MuMi iiiii«« ■iiiH ■■■■■ ,^' 
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RairOtow Six Is the thinking man's flrst-peraon shooter. 
Guess we'd better find someone to review It tor us. then. 



WE GOT 

YOUR SIX 



PC hK Rainbow Six sneaks up 

□ raised for its smart, suspenseful take on the 
first-person shooter genre, Redstorm's 
Rainbow Six for PC is stealthily heading 
towards Dreamcast. Based on the Tom 'Patriot Games' 
Clancy novel of the same name, the game places you 
in charge of an 'elite, multi-national taskforce' that has 
been assigned to stop a ring of terrorists from wreaking 
havoc at a number of prominent global landmarks 
Business as usual, then. 

As the team's leader, your job is two-fold - plan 
your attack, then put rt into motion. Ounng the planning 
stage, you must choose which skilled sharp-shooters 
you want on your team and map out your course of 
action. Only then will you be able to initiate the 
operation and execute your attack plan. 

Playable from a fir^t- or third-person view, the game 
relies heavily on a finely-tuned balance of stealth and 
teamworK One glance from the enemy - or an ill-timed 
shot from a confused teammate - and you're toast 

The Dreamcast conversion of Rainbow Six will 
feature split-screen multi-player gameptay. and 
cooperative Internet play is also in the cards. Aiming to 
be more than a mere one-for-one port of the PC 
version, the game will also let you play through a series 
of missions originally packaged as an add-on pack 
called Eagle Watch. 

Publisher Majesco is shooting for a September 9 
release, though the game may arrive shortly thereafter. 



Dreamcast News Network 



UC Japan 

GAMING NEWS DIRECT FROM fOKYO 






Idol nation 




heesy Japanese 'idol' pop may be a 
strong contender for the world's woni 
music [although Michael Bolton gets our 
vote], but it means one thing for the 
companies that chum ft out mega Yen. That's 
probably why Bombennan creator Hudsonsoft 
is hard at work on Super Producers, a sim in 
which teenage giris play the role of a talent 
scout and all-round music biz head honcho. 

The road to Japanese super-staraom is strewn 
with decisions: Should your idols perfonn heavy 
metal, hip-hop, or pop? [IMiai, no country? -Ed.}. 
And what about fashioning the 'look' of your client 
and organizing TV exposure? Only when your cutie 
has 3 portfolio full of chart-topping hits and a 
bigger fan base than, well, Michael Bolton (heaven 
forbkll IS victofy claimed. More interesting, though, 
is the way you can dump underperformers on 
Sega's Drrcas website, which can then be picked 
up by other players and remarketed'. Whatever 
happened to unbridled musical 'talent"? 



T«cino'9 future Naomi cotrvop. Deati or Alive 2, already 
looks a matcti for Namco's Soul CalltMir. \t features huge, 
■nhnsted backdrops (ar>d iMige animated cleavages). 

Bouncing back 

□ espite the (act that only visiting aliens 
wtfould have n>istaken the gravity- 
defying, helium-fined balloons in Saturn Dead 
or Alh/e for bouncing breasts, you have to 
admit that this woefully adolescent attempt at 
simulating 'real-IHe physics' was pretty funny. 
It's reassunng, then, that a video demo of Dead 
or Alive 2 stunned passers-by at this year's 
videogame trade events, even though its wobblier 
bits had yet to be added (the developers are 
probably coming to grips with new motion capture 
equipment for the task). Developed specifically for 
Naomi. D0A2 is currently looking amazing - even 
next to Soul Calibur - and has been confirmed for 
a home release in Japan around six months after 
the September roll-out of the arcade 
version. While there's been no 
confirmation of a Stateside 
release, it's likely that US 
gamers will see it next 
spring. Until then, 
enjoy the wobble- 
free screenshois. 
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The chances of Supar Prodacmta being released in the US 
are virtually nil. in tact let's say 'minus 2' to be aato. 

Fishy business 

□ ivarium's Seaman is the unfortunate 
moniker for the first title to use Sega's 
new microphone peripheral. From what we've 
seen, it's a weird underwater game where you talk 
to creatures controlled by artificial intelligence - 
something that didn't seem to njb off on any of the 
500 Japanese DC owners that recently forked out 
for limited-edition Seaman Dreamcast packs. 
These packs included a transparent Dreamcast 
Oeft). microphone headset, 
VMU. and mini game - and. of 
course, the extremely weird 
game itself. Those otaku, huh? 
More money than sense. 





Snow sports are so ovwciwrted in Jafna the cknest 
matt etmon est to a wMte dope h ttie elevation of their 
DraeerKast id wrfian k m ei tkm a new game. Cool Soarders 
axn — the kitet ta a poptfer series — should cftai^ ttiat 
If you o«wi an fenported machfew. be sure to dteck rt ouL 
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TKANS-ATUNTIC DREAMCAST NEWS 



The Euro invasion 

ega Europe has signed a group of '1.5 party 
developers' to create a line-up of original 
games for Dreamcast's Septemtjer 23 arrival in 
the UK, Germany, and all points in between. Sega 
of America's part in the equation spells good news 
tor US gamers prevtousty used to a diet of mainly 
US- and Japanese-developed games. Whereas 
the 32bil era saw a relative trickle of European 
titles making their way onto American soil, 
Dreamcast is preparing to receive a torrent of 
them, and Sega expects most, if not all, to arrive 
Stateside between late 1999 and 2000. Bizarre 
Crea^ns' Metropolis Street Racer (page 72] 
■tarts the ball rolling and will quickly be followed 
bjf No Cliche's Toy Commander (page 67). 

UK developer Bizarre Creations has already nailed 
the driving game with the stunning Metmpolis Street 
Racer, but Furtialls is destined to show it can handle 
cutesy and cuddly themes, too - with a unhealthy dose 
of deranged violence thrown in for good measure, of 
course. Where else can you see cartoony zoo animals 
btowing the stuffing out of evil teddy bears with 




fbrbafemaylookMekids play, but we asswe you tt's bnitaL 

automatic weapons? If you said m your dreams." you're 
one sick puppy, and this game might be right up your 
alley furballs sees you controlling an ^-ream-like 
band of six mercenary animals - the Furballs - 
out to save the forest from marauding bears who 
erred a strip mall on your home turf. Bizarre 
Creations is currently seeking a wor^-wide publisher 
for its release sometime mid-way through r>ext year - 
but we'll keep you posted. 

The British developer responsible for the classic 
I6bit shooter StarFox is preparing to enter the 
Dreamcast arena. Slated to amve in lime for the 
European launch. Argonaut's Red Dog seals you at 
the controls of the eponymous off-road-tank- 
futuristic-vehicle~thing. Red Dog, as you take on 
an invading alien armada {The more things 
change, eh? -EdX With some interesting free-roaming 





HopeluHy not all the adversaries )n Red Lemon's In the line 
of Frrethemed Take the BuOet wlH be ttils onedbnenskxi^. 



AfSortaut's Red tktg packs more firepower ttian Mad Max. 
(And you don't have to dress Uke a punk artd eat 6oig food.) 

environments (such as sprawling cityscapes and 
swamps), as well as four-player deathmatch and 
modem-based battles, it should be anything but a 
Sunday drive. You can expect this one to roH out 
Stateside before the year is out 

Scottish developer Red Lemon may be kilt-deep in 
work on Bravehean for PC. but it's ^H finding time to 
develop a first-person light -gun game for Sega Europe. 
Take the Bullet travels back in time to the '60s 
where bodyguard Jack Travis is defending an 
American presidential candidate under threat 
from terrorist attack Perhaps the biggest draw will 
be the ability to take full control of your movement as 
you snipe at would-be assassins. We assume this w'KI 
employ the light-gun's unique directional pad. although 
this hasn't been confirmed by the developer (they're 
probably too busy eating haggis or something]. Early 
reports suggest that the gairie is still a ways from 
completion and that there's a great deal of gameptay 
tweaking to be done. Expected tiy the year end in 
Europe, Take the Bullet will offer four-piayer split- 
screen deathmatch play (four light-guns!) and 16- 
player melees via Sega's Dreamcast Network online 
service. As one of the only Westem first-person action 
titles currently on the horizon [the other is Rainbow Six}, 
Red Lemon's latest project is worth watching. 







Dreamcast Global 
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"Power Stone is 

breathtaking...quite 
possibly the most 
unique fighter ever' 

- Next Gen Online 
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FIGHTING 

GAME ON THE 

"""•'^ PLANET. 
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WWW.CAPCOM.COM 



Findty - 3D worlds where players interact with the 
eovironiBent like never before. Swing off a hght post, nm up 

walb and pick up items like tables and barrels in 
swashbuckhng battles witb opponents. Plus, collect 

three power stones and your character transforms 
into a raging super being, capable of 

executing deadly, power fusion moves. 



Yeah. Power Stone rocks. 
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Dreamcast RPG Scene 




PHANNING THE FLAMES £1! 




Sega introduces Project Ares to the world 

haatasy Star VH's certainly not, but the core team 

responsible for the Star series (with the exception 

of the abysmal Phantasy Star III: Generations) has 
a brand new baby on the way, tentativety named Project 
Ares. Announced at the recent New Challenge Conference, 
Sega proudly touted its upcoming RPG as the game to break 
new boundaries in the genre — both visually and 
conceptually. Featuring a completely original cast of 
characters and a fantastic world in which flying ships are the 
main means of transportation. Project Ares capitalizes on 
the power of Dreamcast by taking place in a 3D universe. 

The game takes place in the Renaissance era of exploration', as 
opposed to the futunstic fantasy settings of most RPGs (replete 
with swords, dragons, and mechs). This nugget of infomiation 
brings to mind images of historical figures iike Shakespeare, and 
other bearded men in ttghts from the same time period, as you 
assume control of a team of adventurers who musl set out to 
exptore strange, new continents- Though there's little else 
confimiecl concerning the storyline thus far. a press release given 
to attendees of the show places plenty of emphasis on grandiose 
themes such as 'romance' and 'courage.' But with Ifttle hard 
information regarding the actual gameplay or characters, the 
screenshots have to do most of the talking. Expect this to be an 
RPG on the same scale as past rote-ptayirvg classics such as Team 
Andromeda's Panzer Dragoon Saga ar>d Game Arts' Grandia. Set 
for a year 20O0 release, keep your eyes on Fantasy Zone for more 
information on Protect Ares as it develops. We can't wait. 





At the forefront of Japan's 
RPG news are details o( two of 
the more beloved strategy series 
to grace Japanese Sega 
systems. Langrisser Miltennkjm 
and Black Matrix AD are both 
sequels a>Ml fteirs to very (ofty 
thrones. Langrisser's lineage 
stretches back to the days of the 
Mega Drive, with the only US 
poft in the series the ill^eceived 
Wat Strng on the Genesis. 

Known for masvve battles 
and distinctive character 
illustrations by anime artist 
Satoshi Unishihara. Langtisser 
Mmenmim strikes out into new 
territory by incorporating 3D. as 
weil as some Oregon Torc^type 
gameplay. Japanese tans of the 
series have tteen watching the 
development of this title ciosety. 
worried that tfie series wiH be 
too much of a departure from 
old. When the game ships in 
October. Masaya. the game's 
developer, will face ttie music. 

Rrst appearing on Saturn. 
NEC's Black Mstiix AD takes a 
mote Tactics Offe approach to 
sttstegnf with isometric views of 
the ^3 battlefleki and multiple 
party members. Featuring a 
large cast of ctiaracters and 
some very impressive spell 
effects. OacJt Matrtx AO is set 
for a late '99 release in Japan. 
No word on a US date. yel. 





E>P0rs and ma^al tatUng eats in Pro/ect Area' ca»t of characters are corwpicuotis liy their absence. we>e 
crossing wit fingers for them to make an appearance. Beantrfid 3D eflvlronments ptit Dreamcast thnx^ tts paces. 

LETTER PERFECT 

ANSWERING YOUR DEEPEST, MOST INTIMATE ROLEPLAYING QUESTIONS 




IMPORT ^^ 



Evolution 

WILL IT BE TELEVISED? 

sting and ESP's Evolution was the first 
tiadlttottal RPG to hft the Japwwse Dreamcast 
after launch, and the bun atxurt the game 
comir^ to the States has been unprecedented. 
WWi retailers showing the game on their Bsts. 
bMt still no official word from Sega, its fate Still 
hangs in tt>e balance. With randomly generated 
flMHCxiw. tocyous 3D gaphics. paWUHy cMte 
diaiBelfir desi0K, and a ptoasant, but 
pradlctaMe storyVne, cross your flngen. 
WoaJdn't this one be perfect for the holidays? 



^^^^^^^^^^^^^v^^^l 


y 


• 


■£:'.. ^B 


1 


K 


k^n 


1 





Am ftlag LmrcIm^ Linsar Cannort. and ttie rest of 
the cooSy nmed caat destined tor the 4J5? Maytw. 



it*inrn tij^meii 



SMpt are the main means of tnnspoftalfon fn Prvfect Ans (top). 
Eatty character sketches reveal a penchant for elaborate ikess. 



WMe fn* cast Iron detalto are 
known about nvi^ect Ares, rampant 
rumors have been txwnclng amtmd 
the internet that Sega Japan 
co Batmed a Wnk b e tw ean the 6»m8 
and the Ptuntaty Star universe, 
ts ft true? N«HMie's taHng yet 



Primed tor successful DC 
releases in Japan: Langtisser 
Millennium (top) and Black 
Matrix AD {above). 



^ Got a burning question about the Dreamcast RPG scene that needs Immediate attention? Mail H to: 

OCM Fafrtasy Zone, c/o Imagirw Media. ISO N. Hill Dr.. Brisbafic. CA 94005. Or email us at: DCfnageimagtnemedia.com. 



HOLD YOUR BREATH 

9 Over the past few months. I've been foflowing the 
Dreatncasi and merything about rt. I even 
■ pre-txdered mme iti April and cant wait to 
get fny hands (XI the system and the four games Vm 
inieoding to buy at launch: Sonic. Power Stone. / 
House of tfie Dead Z an6 fiAje Sftnger. f'm also 
dying to p)ay S/ienrnt/eand Oimax Canders. 

I do have twfo questions about facts that / 
Tve read in the past ttratigh. and some more 
recent ofies: FirsL what wSI Capcom's new 
•ZVpart RPG' be abotn? If rt's about fireatfj 
offke. itien bummer. I thought BoF II and III 
sucked. Second, will Shenmue and CJimax Landers 
be out before Oiristmas this year? 1 warn my 
har>ds on those gsmes this holiday season! 

Roy Simpson 
rqysimpson@aoLcom 




Ah. curious about Capcom's deal with Ragstiip for that long- 
nimored muKi-scenario RPG? Unfortunately, there hasn't been any 
■ confirmation about content or even a title for the series, but 
perfiaps h has something to do virfth Voshttaka Amano's {final fantasy 
series artist) rnvohwmefit Mrith a Capcom same called Emblem ofEru? 
At this point, there are more questions than answers, so we'll have to 
wait and see. Capcom hasn't been incredibty forthcoming with 
Jnlormation about the project and whether there are plans for it to 
cross ti»e por>d lo the US. But you can rely on the fact that tt has 
fwthing to do with Capcom's Breath o^ A^ franchise. 

As for Landers and Shenmue Sega has anrKHtnced that 
Landers will be out this winter (read more about it in our 

Sonn section) and Shenmue ts a wways off. We think 
wf^ see it next year - in the sununer. perhaps. 

mafl*s to i^er-CsfenlBrf orttK Ant ne are fdeaserf 
to m»oilut»tmaammg ln m ^ 9 part tlamdragoa slayer 
and Ml dme po st i i ti stTvtai, NorHco. and her irvsty 
robot skfeidcft. DC128. 

To check out morv of Axel's amazing art visit 
C:3le Takara at http://cieaiscapa.com/--axel 
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Sega Coin-op News 
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A ^e lH« much kMiger do we have to keep smiling like tttis? ) think I may have \vs\ bit 
■J 1l«ne.~ "I don't know. I guess until they take their stupkl picture and go away." Jamie 
Ml #rtfnetxl grin and lieai it with the popular shootei. LA Machine Guns. 



Sega Coin-op News 



"Dreamcast? I dunno — maybe you 
have one I coutd take away with me?~ Nice 
try- Ron. Maybe next time, eh? 



Chri* Md ewm Mmmot to Uieir cost the 
'Shake the room and make everthing go all 
Uurry' c»ml)o on Virtua FigMer 3tt. ▼ 



-Vou only want to take my plclure bicww 

I'm a ^r1. right? I bet you don't print th* 
picture of my boyfriend with me. etthet. God. 
you're sooo ptedictatrie. " We'd Hke to retut* 
Clarissa's accusations, but, somewhat 
predictably a* course, we can't, y 
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Sega's giant Seattle arcade plays host to DCM 



A CWf plays Sega Rally 2 Championslvp. obHvious to tf»e CMnera team just 
behirtd his right ear ~l play this game more ttvan any ottier game here. I just 
keep coming back to rt." And be only needs one arm to beat it... 
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rrtvmg unaniMMinced is never a great 
idea, whether it's to your own funeral 
(always good for causing a few gapng 
mouths] or to GameWorks in Seattle. As one of the 
largest arcades on the West Coast, Sega's 
interactrae paradise is busy as heck when nve 
arrive with photographer and a truck-load of gear 
in tow on the first of our regular outings to the 
biggest, brightest, and best Sega arcades in the 
country. But Matt GerosJn, Assistant Manager, 
takes it all in his stride, welcoming America's 



Dreamcast magaane to his beat with open arms 
and plying us with free game cards, which we 
rapidly Sfiend on Crazy Taxi (see page 30). 

From classics like Indy 500 and Manx TT to Sego 
Ragy Championship. House of the Dead 2. and Crazy 
Taxi, if you're into Sega coin-op - then this is your 
Mecca. As Matt danlies. ~Sega games are cutting 
edge, and the most popular nght now is. I would say. 
Mouse ofOie Dead 27 As our photography reveals, that's 
not the only game that has the public digging into its 
pockets. Taking the tempcirature of the Sega coin-op 



sc:ene is what we're Here to do - and il kjoks to be a 
very healtliy annual [Etm wheie exactly did you stick 
the thenuometei? - EdX 

Next month, DCM will be at the LA GameWorks. as 
well as bringing you an exclusive report on Sega's rtext 
big arcade smash - F355 Qialtenge. Bui before we go. 
we have to know. Matt - what's the lamest attempt you 
hear to get a free credit on a game? 

"It's got to be 'the game ale my card.' The games do 
not eat your card, and I can show yoo that they don'tr 

Tfiafs okay. Matt - we believe you. . . 
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A "THs game sucked me in. and now I can't get away 
Mm R." Jeff is having trouble dealing with his addictkm 
to Itap Skater. Well. JeH. maybe if you let go of the bars 
Vm could get away? "What? Oh., yeah. I gue«s. Hey. 
thanks*' Glad to be ot service, ieft. 





& 



A GameWorks host Lindsey shows them traw it's done on /ndy 50O. The weirdest thing we've seen? Well, it's kinda gross.. .but 
once tttere was this woman sucking on a joystkA from one of the fighting games." {Does that count as a special move? - Ed.) 
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Sega Coin-op News 



CRAZY TAXI 



Manufacturer: Sega 
Developer AM3 



You talkin' to me? There's nobody else here..." 



reedom within a bustling city is 
the care appeal o( the latest coin- 
op from Sega's Japanese labs. 
Crazy Taxi throws you in the seat of a bright 
yellow open~top cab in San Francisco and 
offers one objective — to pick people up at 
the roadside and gel them to their chosen 
destination as swiftly as possible. Reckless 
driving is not appreciated by some 
passengers, though — a lower tip is their way 
of letting you know. 

Packed with pedestrians and dense with 
other traffic, we found ttieres a tendency to 
career aioiind trying to lani as inudi as possible 
at fiist. But as with Haitey-Davidsofi 
LA Ridan. progress can only be 
made by hunting out shortcuts (often 
narrow one-way streets) and accruing 
as many time bonuses as possjble. 
Funnily enough, the urban humor and 
garish hues of Cia^y Taxi also remind 
one slightly of the Atari skatetwardrng 
dassic 72ff - perhaps no coincidence, 
since tlie creator's previous project 
was tlie excellent skateboarding smi 
rtyj Skalts. \ . 

In terms of handling, the ultra-fast 
and comically exaggerated dynamics 
of Oazy Taxi make Sega Raify look like 
a lesson in simulating car physics. 
E m p ioying some of the most 
exaggerated driving moves yet seen 
in a racer. powcfSlides. jumps, and 
even acceleration/braking combos 
are possible while yourc weaving in * ^y, 
and out of the traffic trying to keep a less-thai 
cool head- It's all very '705 cop-show rather n 
car chase. And it worlts like a treat. penalize 

Bui this is no slouch in the visual 
department either. Packing Naomi 
technology under its hood (see ^ 
sidetjar). Cra?>' Taxi is perhaps tlie best 
evidence yet of just how good Sega's ' ^ 

Dew console is at Ihrowinu ^ 

polygons around the screen. _^_2 

Streets unravel into the ^ 

distance with minimum - -<;^ . 
pop-up. and cveiy- 
ihirig runs at a silky 
smooth 60fps. but where 
it really scores in its use ■ 
of realistic lighting and ^ 
shadows - try and find 



another game tfiat looks as 
vibrant as this. 

Given the speed at which 
Power Sloiie and House of the 
Dead 2 have jumped Id the tiome 
console, only the most pessiitiislic 
Dreamcast owner would doubt 
Its imminent transferal- Rumors 
abound at Sega thai Vja^y Taxi 
will arrive ooner than we think, 
however - possibly as eady as 
February 2O0O. Here's hoping for 
a multt-playcr rumble betweef) 
rival cab companies 
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A Gazy Taxi \oOks amazii^ and plays so well 
that you'll be hardpressed to let go of the wheel. 




A After several near-death experiences, ttte 
less-than-satisfied customer exits the cab 
rather more quickly than he entered It. You're 
penalized for poor driving with tower fares. 
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"Yeeeeehhhaaaahaaaa!" The 
streets of San Francisco as runway. 
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NAOMI 




TeGhnnol(^k:aly. ttiere are 
few ffifferertces between 
Dreamcast and Naonv apart 
from an extra amourri of RAM 
on the motherboard ar>d the 
code being rrwunted in ROM. 
instead of on CD. This means 
that the conversMn process is 
relatively strai^nforward and 
only tweaks such as reducing 
the number of textures ^e 
required for it to run on 
Dreamcast. 

Pertiaps the most 
encouraging aspect, ttwugti. 
is that Naomi is cheap afMl is 
therefore facilitating slightly 
greater creative risks within 
Sega. Apart from planned 
multi-screen efforts such as 
Aiiime Pilots and F35S 
Challenge, some titles (ttie 
first wM be Grant Gram AH 
Japan Pm-WresOmg 2) will 
even feature cross 
compatibility between 
Oreamcast's VIMS and the 
coin-op — simply plug your 
VMS into the arcade cabinet 
and your favorite framed 
cfiaracters will tiecome active 
on ttte big screen. Sega says 
a furttier two or three games 
win utilize ttus cross- 
fertilization of code this year. 
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TIITS IS TIIK UKAI 
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THIS IS THE SOU 




It's the game that win turn \'ou into a proud owner ol the Se&a Oreamcast. Soul Calibur 
pits \vfapoii-\\-ieiJing warriors tVora around the globe in the delinitive ligtilins: game 
experience. One (hat X^.vl Gi-ncritlwn calls "ihc nt-w benchmark bv which alt other games 



namco 




E the start, the Sonic Team was composed ot Oshima Naolo and 
1. The two of us were the "team" responsible (or creating Sonic the 
Hedgehog, and once we decided to mEike it an action game, we began to 
gathet a small gn>up of very talented people. In fact we only had about 
I team membors when we started actually making the game 



Coutd you give (is an idea of how Ihe cor>cept 
lie originally cime about? 



Mi 



we handled the direction and ptarniing in Japan. We wnr 
alne»dy thinking up initial concepts for Some Adventure at (li« 
beginmng of the hardware dcvelopmeni stage o4 DmimcaM - 
araimd Ihe summer of 1997. 

What was the biggest hunlle you faced during the.} 
the development ol Sonic Adventure? 

The fact that we dic^ t have any hordMnrc [laughs]. The' 
hardware was completed only t^o niomtis before ihr Japanc 



ONI 



At the beginning. Sonic was a simple round 
we used in the pn>gram to simulate a character 
ttie screen. Then we Ctaried to work on the 

T design, and we started to think at»ut what 
of animal or character could move like this. At 
Sonic wns a rabbit* He could stop Objects, hold 
I, and tlien throw them at enemies. But that broke 
up the flow of action, so we decided that in order to 

« destroy or defeat enemies, the character would bump 
PUp them instead. To keep the acuon flowing, we 
dn^gned and pn>grammed the character to have a 
streamlined shape thai rolled well We found that 




Wiot has changed sirtce the Japanese version? 
We changed a lot of small details, bui noUiifto very drasiic 
as far as Ihe games visuals, for example, we changed some 
camera niewrs and we filed a few bugs. The US version will offer 
Ihe same gamepfay and levels as the Japanese version, and you 
can download data from the 'net in Ihe same way loo. 




Whatdid 
yoti wram to be when you wc<c a kkf? 

IMben I was cImM. titere wete 
many typical things^ ike a tr^iin ciHiduclor, 
MX aifplane pikX, or an asirunaui 1 didii i 
ihink about making games m :iN. l lealuMl 
wanted to make games wh en I was ui 
the third grade in high sdwol [17-18 
years oIeQ. I applied to a game scbool 
in order la be able to come to Tokyo. 
I am onginaHy hum Osaka and 
stayed there until I was is years old. 
Then I came to Tokyo, and I've been 
w«(h Sega for 1 5 years now. pftiji Naka 
is 33 years old.] 

What games did you to ptay 
when you were chiM? 

NiHnco's XevMMis, RaHy X. 
Boscoaian^ Initially, i really wanted to 
work al Nantca Bin h wasn't possible 
since Namco didn't hire high-school 
gnxkiales without a Uni^«rsity 
degiee at Sai time. And I really 
didn't want to go to University to 
study. So, I eventually decided to 
enter Sega Baagte). 

Why did you suddenly 
decide W work in tf»e gaiiies 1 



What's your favorite level? 
Probabty Mystic Ruins. We went to Souiti America to gel a 
teel lor the atmosphere of the jungle rainforests anJ ruiii^ .mj 
we were very satisfted with the results. MysiJr Riifi^ i* v!'> 
faitttful lo what we saw while there. 

Finally, is Nights 2 heading tor Drcamcisi' 

Ves. I was asked about litis by rmmy fans during 

litis year's E3. Even Nintendo's flrtr. Miyamoto asKcd 

me if I was making it! But n's sAso enjpy^dilc to work 

on brartd new titles — tnaybc even mon; so — than 

games from existing series. 
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wanted to come lo Tokyo, and I was gating moie and iMMe 
«itere!ied in cfNnputers at that time. But the main teason wtiy I loanted ; 
to get i H wnfc md mth computers and ptogfamfning was because of 
ftyuidii SakanKMo's IMow Magic Ordiesua- ■ n;»lly hived titeni. I look a 
part-time job so t couU save up lor a syntbescer. but I finatty bought a 
computer, inslcad. By ttiea oompuieis had become very interesting; I 
had started to pfciy games, and then I began working at Sega. Wtaybe il I 
had bought Ihe syntbesizer. instead of a coraputer, I might have become 
itaMgbsl. 



>p«te 
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What was lt>e firsi game yoai wortted on al Sega? 
I began at Sega in 193A and first worked on ttte SG-1000 fUlaik II 
precursor Id the Master SysiemJ. I worked as a programmer on Giirf s 
I, a game created to attract female players. It was actualy a big 
hit at ttie tone. AM ttie main cfiafacters in the game were girls, and in 
onler get dates with boys. Ibey had to buy or pick no\Mers tor them. 
There was serious compelitkM) for dates, therefore players 
had to be quick off the mark! There were even some 
annoying non-human enemies like bees and 
t>ears. It was really funny [laughs]. Later on. I 
worked on Phantasy Star I and // with Oshima 
Naoto [the cliaracter desi^ier at the 
original Sonic]. 



'^^ 
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IBP*** areni too many animals that moved in this way. In I 

' ^'we only fouitd the armadilki and the hedgehog had tli>s i 
and deodcd to go with Ihe hedgehog. Then Oshima-san I 
work on Sonic s original design such as adding the spines i 
his t>ack — it took apptoumately three months from initial 
concept to final ftesign. 

What do you think lias been the secret lo Sonic'9 i 
I've always been very serious about tt»e success of everyi 
' made. Al the time that we were making Sonic the IMegaDrive was not 
ig at all in Japan and the hantware was about to be released in the 
\ (as tfie Sega Genesis). In order to crack the market in Japan. I wanted 
'to make Sonic a hit in the US. so I decided to make a game that wouM tie 
popular with Aittehcans. At that lime, it was a common to believe thai 
games that succeeded in Ihe US would become hits in Japan, too. It s 
only recenKy that Ibis type of thinking is not so common anymme. So, I 
began creating Sonic with US players m mind. The game ended up very 
^successful, as I hoped. Tliough. I really wished K sold as well in hmTn 

When did you have the idea for Sonic Adventure? WaMi i iFit; 
sme initialy planned for Saturn? 

Ves. we started to develop it for the Saturn around the time that Sonic 
tdewetopmenl was wrapping up. Sonri: R was being done in the UK. but 
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On September 9, more than nineteen shiny new 
games will beam down at you from the shelves, 
all trying desperately to \Afin your hard-earned 
cash. How will you pick the winners from the 
losers, the shining stars from the smelly socks, 
the ishtars from the Jurassic Rarks7 Read on. 



Your guide to our guide 




he Official Sega Dreamcast Magazine 
CDCM to our friends} would like to welcome 
you to the world of Sega DreamcasL Day one 
of this new future begins for North America on 
September 9. When this day comes, you need to be 
prepared. We'd like you to think of us as your Yoda-like 
guides — wise beyond our years, revered by all, and 
possessed of an uncanny ability to still look like a rubber 
muppet regardless of the development In computer- 
generated imagery that has occurred since the early '80s. 
Your guide to the launch games is divided into two 
perspectives - the 'veteran' and the 'newbie.' If you're 
an experienced gamer, have owned a few systems, read 
game magazines Oike this one) religiously, and don't 
have thumbs where your fingers should be. then we 
figured you'd probably want something more and/or 



different from a game than if you're new to all this fun 
stuff. You can handle simulations, games with complex 
moves and combos, and in all probability have the cat- 
like reflexes of, well, a cat. You should take the word of 
our cap-wearing buddy, Rob. as your gospel. But if 
you're a newbie. or someone who only plays 
videogames when they have nothing better to do 
(there's something better to do?), then we've catered 
to your tastes, too. We figure you're more likely to want 
something a little easier to get into, short on simulation, 
high on the action. You may also find bright colors 
attractive and enjoy books with LARGE TYPE. Just 
kidding. You will find newbie Kafy's advice a more 
useful guide as to what you should be spending your 
money on this September. So without further ado. let's 
introduce our panel of judges.. . 




NAML-Rob 
AGE Early twenties ODut acts like a teenager^. 
PLAYS GAMES: AH the time. 

WHEN NOT PLAYING GAMES. CAN BE FOUND: Buying a new game. 
UKES: Games that take ages to figure out and beat 
DISLIKES: Anything easy. 

MOSTUKELYTOSAY:"lt sucks that this character only has 
35 comtKJS." 
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impiereive reel oi tne levels. YOu can sort ol On [rieni ary way you wani 
- yOu know, you can explore and Spend a lot of time getting lo know 
eveiy little comer of the map. or you can just go for speed and get on 
to what's ne«. It doesn't look to me as rf rt would take that long to get 
through the Sonic si\i^. though, lis a linie easy' 



'Eh? Oh - you want to know what I think? Okay - well, it's like he said. 
Only. I would add that I liked explonng the levels - just seeing what was 
there - and the blobby things were cool [A-Ufe -Ed] but a little 
complicated at firet You have to stick with that H's definitely something 

"■ !" ::■ li's pfeil> airiaz'ng lookmc]'" 



A videogame legend runs rings around the 
velocity-challenged competition 

WHATS THE GAME? 

Pilot His Hedgehogness through 10 levels of the most beautifully rencJered 
environments ever seen in a videogame Collect stuff, rescue your pais (a load 
of cutesy cntlefs) from the evil Dr. Rotralntck. and, should you feel the urge, 
engage in a litUe A-i.lfe action, breeding the teardrop-shaped fuzzies known 
as Chaos- 

SO? 

So it looks amazing - the levels are incredibly detailed, and some are 
absolutely huge. Never before has a game world been so beautifully realized, 
or more cunnfogty populated with alt manner of surprising and imaginative 
enemtes. Some of the set-pieces are simply amazing. Fancy being chased by 
a killer whate? Look no further than the first level, Emerald Coast where a 
■particularty huge one tailgates Sonic as he speeds along a rapidly 
dtsappeahng wooden pier, in tlw process of being demoli^ed by said 
videogame equivalent of Free Willy Sonic can go pretty much anywhere, and 
everyihtrvg is true 3D, Each level is themed. and they vary from the Aztec 
pyramids and temples of Mystic Ruin to the futuristic Speed Highway [a level 
devoted almost entirely to showing off the sheer pace of the game], tt is. as 
our vxJeogamirvg veteran says opposite, "awesome." (You can read our in- 
depth Super Test review of the g3rT>e on page 980 

INSIDE TRACK: 

Some Adventure started life in Japan and was developed by world famous 
producef/designer Vtjji Naka, Working tirelessly with his 'Sonic Team." rJaka 
brought his Sega Genesis creaiwn to Japanese Dreamcasts last December. 
Since then, he's tieen vwxking to make it even better for the US debut this faH. 

BOnOMUNE: 

If you buy one game wiOi your Dreamcast this should be it 




Wm East versus West in a battle royale of superheroes. In tights 



NAM&Katy 

AGE: Lale teens Qajt hangs out with siightty older guys). 

PtAYS GAMES: When there's nothing on TV or to annoy her brother, 

UKES: Games that don't expect you to spend the rest of your natural 

life learning the moves. 
DISLIKES: Games that expect you to spend the rest... 

Cwelt. you get the picture). 
PyiOST UKELY TO SAY: "This is bor-ring. Uler." 



WlWrS THE GAME? 

Hound up a dozen or more Man/el Comics 
•upert»efoes. atl your favonte Capcom fighters from 
I dasstc Street Fighter games (and other Capcom 
S). throw in some suitably exotic locations 
■^ for added spice, some special effects so 
^pgeous they'll make your eyes bleed and - voila! 
MwVe got an instantly accessiWe slugfesl for the 
NMIn generation. 

•or 

lo (f yoo dig comics, and the idea of spending weeks 
to master the likes of Vutua Fighter 3tb is poison lo 
you, then you've just found your game. The 
■nknetion is amazing, the sprttes are huge and 
iMailed, and the dazzling pyrotechnics leave every 



other 20 title looking 
(ike a pretender You can 
also build tag-teams 
made up of heroes from 
both sides, mixing and 
matching to create the 
perfect line-up. 



"Tlijs game is fasu There's so 
much going on. it's crazy. Im 
a big tan af tlie original SBeer 
Rghtei games, and I really 
like tfie Marvel universe. The 
four-player battles are cool. too. Okay It's not 
as deep as some Tigtiters I like, but it's greai 
for playing with your buddies. It's a blast!' 




INSIDE TRACK 

Capcom held off converting the game for the home until a system 
powerful enough to handle all those huge sprites artd effects in all 
their glory came around - Dreamcast was that machine 

BonrroM line 

Makes a Kung Ki action flick look like a Czechoslovakian drama 
about basket weaving. 




T had trouble 

keeping up with all the stuff 
that was going on. but rt 
wasn't too hard to team the 
moves. But if you wind up with his txxkJies 
coming over." Ctoofcs ai Rob) '^V^en I wouWnt 
recommend it at all.." [laughsi 
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A coin-op fighter in new garb. Classic cut, but cool cloth 



"Ugh, I was 
expecting the 
firsi Dreamcast 
shooter to be 
something new 
and excitng. bul this sucks! It's 
[lore like the ones ! played on my 



WHATS THE GAME? 

Head back to the time of swashbucklers and samurai for 
some fully 3D. one-on-one combat, featuring a cast of 17 
lethal guys and gats who can pull off more moves than 
Michael Flatley after 18 espressos. Unlike Ireland's 
sweatiest foot-tapper, they're brandishing swords. 
spears, axes, and all types of pointy miscellany. 

SO? 

So it*s the most drop-dead gorgeous fighting game 
you've ever seen. It will be a long time before anyone taps 
100% of Dreamcast's potential, bul Namco has gotten 
dose. The resulting volley of hyper-realistJc character 
animation, dazzling special effects, and acute attention to 
even the tiniest of details is enough to turn the world of 



weapons-based combat on its ear. 
Throw in six new modes and you're 
left vflth a game that not only looks 
light years beyond its arcade cousin, but 
offers a great deal more depth to boot 

INSIDE TRACK 

Soul Caliburwzs released m arcades more than a 
year ago, and Namco has since spruced up the game 
with higher-resolution graphics, better animation, and 
several new modes — totally transforming it in the process, 

BOTTOM UNE 

Five fighting games will be staring you in the face on the 
ninth - if you can only get one. make sure this is it 




"I haven't really played a lot of Fighting 
games, but this is easily the coolest I've 
seen. Plus it's easy to jump in and start 
beaung up my friends, even though I 
don't know all of the moves yet' 





^ 


'I'm a huge fan of the coin-op. and this 
version looks a tiundred times better. It's 

1 got a bunch of new stuff, but most of all. 

\ it plays just like the onginal. Wail until my 
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Zombies are on the rampage (again) 



WHArS THE GAME? 

Grab a friend Cand a couple of light guns) and blast your way 
through a quaint European village ovenun with zombies. 



So it's fast challenging, addictive, and features more zombies 
than the average Jerry Spnnger Show. 



INSIDE TRACK 

This isn't a console game - it's a state-of-the-art coin-op 
(from Sega's Naomi arcade system) squeezed onto a CD. 

BOTTOM UNE 

Sega gives you more zombies per square foot 




"Ewww — this is horrible! But 
blasting the zofnb'cs is so much 
fun, although the game gets way 
too hard later on. It's easy to pick 
up and play whenever you fancy a 
quick go — mine don't last longl' 




'This IS the bomb! A 
great-looking game. 
what I really like 
are the different 
paths you can 
take — it makes you want to play 
through more than once. The 
training mode is cool, too.' 



Magazine 





"It reminds me a 
tot of Asteroids 
but with better 
graphics. ot 

course. I played 
with my fnends for a wtiile to pasj 
the time, but it got boring pren^ 






Get lost in space 
(and go back in time) 



fast Neit. please' 



WHArS THE GAME? 

Outfit your ship with various weapons and head off for a 
top-dovm-view melee in deep space with up to four 
simultaneous players. 



So It's like Asteroids rt>eets Siar Control, except now you 
c:an have it out against three buddies at onc& 



_ INSIDE TRACK 

Aimada is the first US-devek^jed 
Dreamcaa game tfiat runs on Microsoft's 
Winctovre CE operating system. Bill Gates 
might be smiling, but we're not 

BOTTOM UNE 

Decidedty pasl-generaoon shooter on a next-generation 

system. Wail for our full review tjefore spending your hard-earned cash 

- trial's an order, now. 




■rrsp 



Longer in the tootfi than a saber-toothed tiger, but 
not extinct yet... 
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CART racing, Dreamcast-style. No, not 
shopping carts, silly — race carts 

WHATS THE GAME? 

A console take on the North American motorsport of CART racing — a 
variant of Formula One taking place on permanent courses and city streets. 
The game sports 27 drivers and 19 courses, with play modes including 
championship, time trial, and one- to two-pJayer arcade matches. 

SO? 

So thanks to the game's official license and some visual handwork by 
Sega. Rag to Rag not only features a complete line-up of real-life drivers, 
courses, and cars, but incredibly fast (and good-looking] gameplay as well, 
Ifs the next best thing to being in tfie cockpit of a real Fi speedster. 

INSIDE TRACK 

Rag to Rag is Sega's first Formula-One-styte racer since Wrtua Racing, 
and despite the North American sport the game was developed wholly 
in Japan 

BOTTOM UNE 

A faster, friendlier take on the often stodgy realm of racing simulations. 



WHArS THE GAME? 

A conversion of SNtCs 
popular 20 arcade brawler 
King of fighters '98. Dream 
Match '99 boasts a roster of 
more than 36 characters. 
plus new 3D backgrounds 
and CO-quality music. 

SO? 

So it's got gobs of characters. 

and they all have tons of moves. 

Vfau're able to setea a team of thi^e to 

fight against otfter teams from around the 



globe. And the addition of 3D objects in 
tt>e backgrounds means that it tooks 
better than the arcade game. too. 

INSIDE TRACK 

tOng of fighters: Dream Match '39 is the 
first Dreamcast game that can 
communicate with SNtCs Neo-Geo 
Pocket handheld system, via a link cable. 

BOTTOM UNE 

Nirvana for oid-scf>ooi fighting-game fans, 
but compared to Soui CaStiur and W3. it 
looks like tt should belong in a museum. 



'Most Formula One games are way too 
boring, but this one's a lot faster - and 
I don't spend most of the race on the 
grass or doing doughnuts, I couldn't 
care less about the licensed dnvers and 
tracks, but the TV-like presentation is cool.' 




"Forget it - evm though he says 
its more enciting than other racing 
simulaitons, racing around the 
same track over and over ^ist 
doesn't interest rne. Maylie rt's just 
me. but I think fd prefer raang the shopping carts,' 




Bored of racing games? 
Try ^ese boards for size 

WHATS THE GAME? I 

Back to the future 2-sty1e hover-board 
racing (without Michael J. Fox), Power 
Rangers dress-atikes rack up tnck points on 
courses in post-apocalyptic New York. 
London, and Tokyo. Two players can hover at 
once, and like any futuristic boarding romp 
worth its Hover Wax™, it has a "skate park" for 
brushing up on those mad skiltz. As Keanu Reeves 
might say. "TA/oah, Totally rad. cyber dude." 

SO? 

So you'll need to pull off some pretty cool irii^ in the 

future of skate games - least of all 'How do t stop 

laying this addictive game? I need to feed the dog. he's 

r 




BOTTOM UNE 

One of Dreamcast's best looking 
games. Not for all racing fans, but if 
skating or snowboarding is your lifebtood, it'll be right up your 
ha If -pipe. 




"Ttiis IS fast - a lot faster than any of 
the raang games I've played on oihe- 
systems. The characters remind me ot 
some great cartoons, but most of all. I 
like the stunts - they're easy to pull 
off and add a loi of depth to the game. Pretty good." 




"It's not as hard to get into as 
oihef racing games, and there's 
a lot to do - especially with the 
incks I like the characters, and 
the way you hover seems quite 



realistic, if you know what I mean." 




Official S 
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WHATS THE GAME? 

Not only Dreamcasts first adventure game, but one of the 
ftret to ditch a pre-rendered game world rn favor of 
intricately detailed polygon sets You play as two 
characters: a rescue team member and a boat captain, 
both stranded on an asteroid- impacted island, with the 
goal to make their way off - and figure out just why 
rts mhabitants have been iransformed into mutants. 

SO? 

So it looks gorgeous, promises hours of garr»eplay. and is 
the first and only a<tventure game for Dreamcasi. There's 
plenty of exploration, but yoult need to knock the snot out of 
a horde of monstrosities with handguns artd bazookas. 

INSIDE TRACK 

The Japanese versron of BiueStingerwas riddled with sometimes sickening camera 
problems - thankfully. Activision has comptetety overhauled thrs aspect of the game. 

BOTTOM UNE 

Otfier adventure games look Mke matte paintings compared to this. 



TO lOKyo. »6ream around the highways at 
night in flashy cars. Get arrested 

WHArS THE GAME? 

IWore of a battle game than a facer. 'Vbu take on a pnigressively more 
difficult oppositkwi while using your winnings to upgrade your car (or even 
buy a new one. you show-off). 

SO? 

So there's really not another racer like rt for miles. Instead of doing laps 
against several opponents, you Uy to outrun a single opponent whilst 
dodging oncoming trafTic. Use the forks in the highway to your advantage. 




■The graphics are cool. 
and I like my adventure 
games to have a lot to 
do and find. This one 

has plenty — I just wish 
the story and dialogue had been belter." 




'It's like being in a 
movie - it looks so 
greati There were a 
few points that were 
really frustrating, but 1 
found ii fairly easy to r?iake progress' 



INSIDE TRACK 

Developer Genki is also the crew 
responsible for the Dreamcast 
conversion of Sega's mighty arcade 
fighter \^irtua Hghter 3tb. 

BOTTOM UNE 

This is one for the maniacal drivers otJl 
there (you know who 
you are), it's for 
those who tike 
upgrading 

^J^^^^^^^^B IS hardly 
classic 



"You really have to | 
spend a while wuh i 
this 10 appreciate it] 
- it can seem reall] 
tx)hng at first, bu 
once you start defeaung opponent 
and upgrading your car. it gets better.] 
Wall until you go up against the later| 
drivers — they're real tough!' 



'Sorr^''* Oniy onel 
track - and its all 
set at night-lime? 
I just don't get 
This sounds likfl 
what my younger brother does wit 
his buddies. And he's a loser' 
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Armchair off- reading 

WHATS THE GAME? 

Eight different dune buggies and tnjcfe 
battle it oirt on seven courses. 



So it has a bit more bump and jump 
appeal than some of the DC racing pack. 

INSIDE TRACK 

This one was catted Buggy ^af when released in Japan, 

BOTTOM LINE 

A rough -and-tumbtey 
racer that's reasonably 
fun and looks cool, 
too. 




/I 




I iiKs the variety 
of courses and 
the fact that you 
can dnve different 
kinds of off-road 
cars and trucks. But I'm holdmg ou' 
for Sega Rally 2 - it's gonna rocki 



The world's the most exciting 
GP circuits on one CD 

WHATS THE GAME? 

Formula One motorsport with courses that 
span the globe. Racing fans may notice 
the lack of real-world drivers, ttwugh, 

SO? 

So it has more realistic car handling 
than Rag to Flag, and a classic mode that \ 
lets you race. well, classic Grand Pnx cars \ 
around a sole countryside course \ 

INSIDE TRACK 

This was Ubi Softs first Japanese Dreamcast 
game and came out there last year 

BOTTOM LINE 

If yoii absolutely must fiave a Grand Prix game at launch, then this is for yc 
They'll be better ones coming along, though. 




and a lot 

F!ag !o Flag or Monaco' 



"Getting user 
to the controls 
didn't take lone,. 
and once I did, ' 
was pretty fun - 
more exciting tha" 




r" 



. Asleep) ' 7rnm 
jh, sorry dudes, I 
must tiave dozed off. 
Racing simulations 
can be so boring — 

and this one didn't change my mind. 

I d 'aihe- sleep than play this." 




"Way too technics 
for my tastes. I doni 
like serious racir 
simulations muc 
but I think I prefe 

flag to Rag to this anyday because 

was so TTuch easier w p'ay' 
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To fighting games what the Chemical Brothers are to Kenny Rogers 
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^ WHATS THE GAME? 

Capcom smashes the 2D mold it 
created for games such as 5freer 
Fighter II. pitting its combatants 
against one another in large, free- 
roaming environments where they can 
leap off backgrounds, throw objects, 
' and use weapons And then there are 
the power stones themselves - when all 
three are collected, they transform your 
f/ character into a super-human being 
capable of massively damaging special 
attacks. Not bad for a 3D novice. 



SO? 

So it's incredibly frantic, looks fabulous, and is unlike 
any fighting game you've ever played before. There's 
tons of strategy involved m using the environment and 
the various weapons, but the true drive' is to snap up 
all three power stones as quickly as possible, tt's a tme 

party game - playing it alone just isn't the same. 

INSIDE TRACK 

flower 5fone was the first arcade game developed for 



Sega's Naomi board, so. just like Hmise of the Dead Z the 
Dreamcast conversion is indistinguishable from the one 
running in (he cabinet down at your local arcade. 

BOTTOM UNE 

If you want a glimpse at the future of fighting games, look 
no further. If you want a fun game, it's that too. 




'Now this IS cool! tt's totally different 
from every other fighter I played, and 
although it took me a while to learn 
the gameplay. it's a blast once you 
get it down pat. I don't think it's so 

great in single player mode, but when my friends 

and I play it. we have a blast' 




"I tried to play, but it was just way too 
frantic for me. I kept getting clobbered 
before I could figure out how to throw 
something at the other person. I'll 
keep at it though, because everyone 

else seems to be having so much fun playing - there 

must be something there," 
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Rocket-powered racing — with waves 

WHATS THE GAME? 

Powerboat racing with more bumps than Baywatch. Eleven futuristic 
courses range from a post-apocalyptic New York City to an Indiana Jones- 
style Nile romp. Thirteen boats at your (and a fnend's) disposal, and each 
course has lots of time-saving shortcuts and jumps. Your boat aiso has a 
handy turtw-boost - one of the games best features, in fact 





@ 


"Wtowl 1 (oved the game in the arcade, and 
this versnn is just as good. 1 really like the 
courses - they're almost like amusement 
park rides. Plus my friends and 1 had a blast 
with the two-player mode.' 







^ 


"As much as 1 hate to agree with him. ! 
think this one's great, too. It's not 
complicated like those other racers, and 
there are some hilarious touches. The 





SO? 
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So the water effects are so 
i^alistic you'll be tempted 
to wear a rain slicker. 
It's exhilarating, 
looks and 



(^ £ 



plays just like its coin-op parent, and the variety of boats 
and courses is absolutely huge - with lots of hidden ones 
to be unlocked as well. 

INSIDE TRACK 

Hydro Thunder is another arcade port and it's a stunning 
_ looker. The Dreamcast version has an extra course 

(a training parit) not found in the coin-op. 



V 
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BOTTOM UNE 

Great fun. Another state of the art 
\ coin-op squeezed onto a GD-ROM. 
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Meet the next generation of videoganne football 



a voice actor lo provide NFL 2K with great audio, 
play by play They created an identity, a commentary 
style, and even a back-story for his character, and 
then put him through the paces to make more than 
T 4.000 individual play-by-play comments. 

BOTTOM UNE: 

This IS THE game sports fans have been waitjr>g for. 



WHATS THE GAME? 

Sega's first gndiron game for 

Dreamcast is one of the best sports 

titles we've seen on any system in years With its 

radically different play calling system. 3D sound, and 

incredibly smooth graphics. NFL 2K has the 

potential to be the most exciting football game to hit 

the market since the Madden series. 

SO? 

The strength of NFL 2K is its focus on speed- 
Spurred on by the visual impact and playabilrty of 
arcade coin-muncher NFL Blitz. Visual Concepts 
made constant 60 frames-per-second movement 



top priority in this game, and boy. did it pay 
off Remember the good old days of 16bit 
football where the players moved as fast 
as you could twitch? Well, we haven't seen 
that in years as past 32 and 64bit football 
titles traded speed for flashy graphics. 
Now we get the smoothness and the 
control that goes with it 

Don't worry though, excellent graphics 
haven't been sacrificed on the altar of speed. 
The player models, stadiums, and even the 
innovative play calling screen [which enables you to 
see your plays lined up on the actual field) look 
fantastic. The motions are life-like, and the stunning 
between-play graphics will make spectators 
question whether or not they're vratching a real 
game. Add all this to Visual Concepts' fanatical 
attention to detail and ear-poppmg 3D audio, and 
you've got something football tans can really get 
excited about 

INSIDE TRACK: 

Tired of hearing robotic commentary from hired- 
gun, big-name sportscasters? Visual Concepts hired 





'I haven't seen a game this smoolh 

»nce the classic Genesis Madden 
series. I've got nothing against ioofbaW 
games on other systems, t)ul I mtssed 

the tight control and the speed that 

came with those great sprite-based games.' 




'I love the fact that you can see how 
your plays will run on the fiekl wtien 
you call them. This way I can see 
where my recervers are cutting, and 
I can immediately tell which receiver 
is the one that I shoukJ be looking for, I also like how 
the game includes trash talking. Nothing makes a 
great tackle fee< t>etter ttian a good taunt afterward.' 
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The definitive collection for fatality fiends 

WHATS THE GAME? 

Given half a chance, right-wing Christian activists Cand members of Congress) 
would probably cast MKs army of fans into hell's hottest and most painful 
comers for eternity. But Mortal Kombat has long been an iricredibly popular 
fighting title among American gamers. Based on last year's Mortal Kombat A. 
this latest chapter in the seemingly im-mortal series brings back four familiar 
characters from past Kombats and introduces at least three all-new faces. 

SO? 

So It looks, moves, and plays just like the arcade version of Mortal f^ymbat 4. with 
the added perW of new characters and backgrounds. Just don't expect a revolution 
in fighting games (or much of an evolution, for that matter). 

INSIDE TRACK 

Midway estimates that Mortal Kombat Gold's 

characters are comprised of mote than 

3,000 polygons apiece - that's neariy three 

times the detail found in the 

console version of MK 4. 




BOTTOM UNE 

Sort of a greatest 
hits' collection 
for Mortal 
Kombat fans. 
(Aren't they a 
rapidly dying 
breed? -Ed) 




"I've been waiting for 
an arcade-perfect 
version of MK4 for 
ages. and this 
maneges to deliver 
more even more than thaL Soul 
Calitxjr IS still way ahead, though.' 




■TlVhat's the point? 
It's easy enough to 
play. but there 
doesn't seem to be a 
lot more to It than 
cheesy characters and fatalities to 
memohze. It leaves me cokj.' 



No-rules, high-octane football 

WHArS THE GAME? 

Tossing good sportsmanship to the wolves. NFL BUtz 
2000 is adrenaline-heavy, in your face, and aims to 
re-create all of the sport's hard hits - but very few 
of Its rules. 

SO? 

So it moves faster than a cheetah that went 
without lunch and proves to be a funous riot when 
you gather up three friends for a game. There are 
lots of different kinds of plays to choose from, and 
you also have the ability to create your own 
from scratch and save them lo a VfVIU for future 
use It's got a full NFL liranse. so you 
get all of the league's players and 
teams to booL 



Come fly the unfriendly skies 

WHATS THE GAME? 

Don't let the air force' in the title fool you into thinking this has 

anything to do with the military - you're a fwt-shot mercenary 

contracted to perform aerial hits in top-dollar assignments. You've got a hangar 

full of firepower (more Uian 30 real-world jets m all) and missions that cany you 

from the Great Wall of China to Iho Middle East It's a frequent-flyer-mile frenzy. 

SO? 

So It's the best-looking aerial shoot- ! ~^^ 

*em-up this side of million-dollar 
imlftary-training simulations, but it's a 
lot more action packed. 



Remember Punch Out? So do we 

WHATS THE GAME? 

This is no heavyweight simulation - it's a fast, fun 
arcade-style Ixjxing fesL There are 20 superb 
characters, all possessing unique postures, strategies, 
and combo attacks. Unleashing a tough beating powers 
up your fumble meter, for a massive super attack. 




SO? 

So m addition to the game's arcade- 
assume the role of a boxing manager 



INSIDE TRACK 

One of Konamis very first games 
during the 8bil era was Top Gun. 




"Wow. ihe graphics 
in this are really 
something. There's 
plenty to shoot at. 

too, but the strategy 
of plotting the best course of attack 
gives 11 a bit of depth, too," 




'It's not as deep as 
some of my favonte 
righting games, bui 
lis jusi so much fun 

to play with mv 

Irtends. I won't tell you which one 
looks like Kat\'*' [laughs] 



^mA- 



«> ^s> 



BOrrOM UNE 

Looks like a million 
dollars, but in gameplay 
terms, the beauty is 
only skin-deep. 




lis a lot easier to 
piay than those 
PC flight sims my 
brother spends all 
day and night with 
I think you'll only really like this one if 
you've got a thing for fighter jets," 




"What a cool party 
game. You don't have 
to know a lot of fancy 
moves to have (un. it 
looks so silly, K's a 

riot By the way, Rob couldn't punch 

h:s way ou: of a paper bag,"' 



tike slug-outs, you can 
and buy equipmeoL sign a 

boxer, and tram them up. Not 
to mention the fact that it looks 
absolutely gorgeous. 

INSIDE TRACK 

Heady 2 Humbles development 
team was previously 
responsible for Bio Freaks - 
jost don't tell them 
we told you- 

BOTTOM 
UNE 

A great boxing 
game! Ka-pow! 



y:=^. 
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NEWBIE TOP PICKS 



"1 love Sonic, so he just had to be my top choice. 
1 chose Ready 2 Rumble. House of the Dead 2. and 
Hydro Thunder because you don't need a Ph.D in 
'executing combos' to enjoy them. As for NFL 2K it's 
just a brilliant sports game to enjoy with frtends " 



r^lir 



INSIDE TRACK 

NFL Blitz 2000 onginated in the arcades 
and was one of the most successful 
coin-ops of last year. It shares its 
action-heavy slant with another classic 
Midway arcade game: NBA Jam. 

BOTTOM UNE 

If you find the rules and pace of 
traditional football as tedious as playing 
cards with your granny, then this is the 
game for you. 




~Blitz is a lot i 
fun in multi-play 
sessions, but beirti 
a huge football ni 
I'd rather have more realism in tl 
long run - like in NFL 2K' 




"1 really like this 
even though it's 
far simpler iha 
the other one. TTii! 
is so much, much simpler footbai 
- great for quick sessk)ns." 
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1 . Sonic Adventure 

2. Ready 2 Rumble 

3. NFL 2K 

4. House of the Dead 2 

5. Hydro Thunder 



VETERAN TOP PICKS 



"As you can see. I'm a huge fan of fighting 
games. Soul Calibur and Power Stone are 
incredible, but I'm a sucker for 2D fighters, 
too. NFL 2K and Sonic ate amazing, too - 
and to think that this is just the start!" 



L 



1. Soul CaUbur 

2. Sonic Adventure 

3. NFL 2K 

4. Pow/er Stone 

5. Marvel vs. Capcom 



AND nNAUY... HVE WAYS TO BEAT THE CRUSH 



/ 



\' 



/ 



Okay, so you forgot to pr&ordsr a 
Dreamcast and you're now faced wtth the 

prospect of waiting in tine at the inafi. Mte 
a common monkey. P4o need to worry, 
since our espk>nage celebrtty party and 
btack-ops expert has been examining 
malt securrty In order to bring you oas: 
The litinate lazy bastard's ^Jlde to not 
waMig in ine with patient normal, people: 



{^ Call m s bomb sc«re.* 

[^ S*v7p clcnhes wnh s sueen bum, and them Hand 
in Kne as usual b wM shrink repidly. 

;^ SMsn diBctly past the Drestncast tire cfutcMng 
only s Z^tOa ac6on I^ure and a jaunty Panpc 
hsL then say to tAe dertk TO fust take those DM) 
things, ooh isn'i thw hne lenifcte? Whet's ft lor? 
Ocoh. D-(-e-8-m-c-a-s-t WV»M'» thrt. iherr? m 
lake one ai those, too, and I stwose ft need 
some games. Dooh. tohst a chotce.' 



<^^- 



waging. 'Girt. >tou'il de 3 Woman Soon' m i 
gravelly voice, ^am, immediate line stvinkAge 

■ Arrive in a limo wrih Johorry Codwsn. K anyorvt 
gives you any crap, have hjm do the taflting 



you da. DO NOT caH in a bomb 
x*n. H woukl be kreapaadbh, mnd besiaes. 
Uteo you'ti bave lo tent tie ma^ loo. 



V 
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ARTinCIAL INTELLIGENCE H(MT> 

YOU KNOW IT'S ALIVE. WORSE. 



J IT KNOWS ITS ALIVE 



it's thinking 



i 



H 



Qreamcast will arrive on September 9 with 
a staggering library of 19 titles to choose 
from. That's a lot of games - more than 
some systems have seen in their first year 
<»* Me Its nght here in Coming Soon that youll be 



eady 





INCOMING! 




Release dates 


as of press time 


■ ' Fofce Delia 

■■fiUda ~ 


Shooter 


9/9/99 


Shootor 


9/9/99 
9/9/99 


« Stinger 


Acbon 


gAHT Racing 


Racing 


9/9/99 
9/9J^ 
a/'9/99 
a/9/99 ~ 


Hniseof the Dead 2 
Mro Thunder 


bght Glji 
Racing 


g of Fighters '99 


fighting 


.'-ifvei vs Capcom 


Rghting 


Q/a/m 




Monaco Grand Pnx 
Monai Kombat Gold 


Racing 


9UW9B 




Rghting 


9faf» 




NFL 2000 


Sports 


Mm 




NFL Blilz 2000 


Sports 


Mm 




nmwr Stone 


fighting 


i/9f» 




Hudy 2 Rumble 


SpOftt 


a^B/M 




Sontc Adventure 


Ratform 


3/a/99 




Soul Calibur 


Rghtmg 


a/9/99 




TNN Hardcore Heat 
lokyo Extreme Racer 
InckStyte 


Radr^ 


9/9/98 




Racing 


8/B/SS 




Racing 


9/9/99 




Aerowings 
Quarterback dub 2000 


Simulation 


September 




Sports 


September 




RnnbowSix 


Action 


September 




SlAcZero 


Action I 


September 
September 




Soul F-ighter 


Mm ^;. 




Speed Devils 


Racing '■' 


Sepiemtwr 




NBA 2000 


Sports 


October 




W9>lanie 8: 2nd Offense 
\Anua Figfiter 3tb 
BtKles of Vengearkce 


Action 


Octobo- 




fighbng 
Adventure 


October 
November 




Fn^ng Force 2 


Action 


November 




S«9a Rally 2 
Street Fighter Alpha 3 
TestDrrvee 
Climax Landers 
Dynamite Cop 


Racing 


Novemba' 




FighLng 


fikyvember 




Racing 


Nmember 




RPG 


04 




Action '"■ 


Q4 
Q4 




Metropolis Street Racer 


Racing 




NHL Hockey 2000 


Spons 




Red Dog 


Action 


04 


1 


lake the Bullet 
fcy Commander 


first-Person 

Action/Strategy 
RaoiriB 




1 


^Pf»U«fc* 


Adwnture 


2000 


!!Mnnn Keyond 


Action 
Action/Adventure 


2000 


-^Ttevania Resun-ection 


2000 
2000 




the Dolphin 


Adventure 


gan Brothers 


Platfonn 


2000 


;r)mue 


Adwenture 


2000 


S'dent Evil: Code Veronica Action/Adventure 


2000 


■..preme Snowboardtng 


Sports 


2000 




bega Sports Baseball 
Baldurs Gate 


Sports 


2000 




Online RPG 


TBA 




Cool Boarders 


Sports 


TBA 




Crazy Tsxl 


Driving 


TBA 


1 


■BBmeGnde 


Action 


TBA 


■^ 


Online RPG 


TBA 


^^ 


ActicMi/PtBtfomi 


TBA 


^■kni Baseball 


Sports 


TRA 


Burn Basketball 


Sports 


TBA 



able to read about these 
forthcoming releases each 
issue, with more exclusive 
screens and in-depth informa- 
tion than anywhere else. 

To get tilings off to a running 
start we've rounded up all of the 
major releases headed yourway in the 
next Six months. You'll find the latest on 
Shenmue. Resident Evil: Code Veronics. 
CasSevania Resurrection, and a sneak-pre- 
view of Segas next big platformer. Fhigan 
Brothers - not to mention a whole hec* of a 
lot more. 

You've probably noticed the other special 
features of this page by now. Incoming' is 
our comprehensive listing of games due in 
the next few months. Hot List' is where 
we round up the top five games that the 
OCM staff and your fellow readers are 
looking forward to, including a wish 
list of games you'd like to see. be 
they far-fetched or noL 

So welcome to Coming 
Soon - and if you'd like to 
register your vtite for the 
Hot Usi feel free to drop 
us a line at 






HOT LIST 



WERE LOOKING FORWARD TO ... 



1. RnUant Ev«: 3. Shenrraw 

OottoMronica 4, Ecco1heDoKt*i 

ZCisyl&xl SuPfolaclAraM 

YOU'RE LOOKING FORWARD TO ... 



3. Shenmue 
2. Resident EvI: 
CodeKvofica 

YOU'RE DRCAMING OF 



3. Casflevania 

4. F>rotectAre$ 

5. Climax Landefs 



1. Phantaay Star 4. Nights 

2. Streets of Rage 5. Shirtobi 

3. Etsmai Champions 




WHATEVER HAPPCim TO 




GEIST 



Devatopor 

Si» 

9/9/»9 

Segas space shooter was otl^nairy 

schediied for iamch with the system 
but was suddenly yanked from the roster 
after more than a year In devetopment. 
Sega claims It }ust wasn't up to snuff. 
H's now offlcially knt ti space. 



PREVIEWS INDEX 

THIS MONTHS FEATURED 
GAMES AT A GLANCE 

Casllevania: Resurrection p58 

CItmai Landers p76 

Dynamite Cop p78 

Ecco the Dolphin p70 

Hoigan Brothers p78 

Metropolis Street Racer p72 

NBA 2000 p54 

Resident Evi: Code Venmca p56 

S^a Bass Fishing peg 

Sega Rally 2 pS2 

Shenmue p6€ 

Slave Zero p63 

Soul F«hter p68 

Street Fighter Alpha 3 p67 

Test Drive 6 p63 

Toy Commander p67 

V^lante 8: 2nd Oflense p74 

Virtiu F^bter 3lfe pSO 
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Preview Zone 



Virtua Fighter 3tb 



niBUSHBfc 



SEGA 



JAPAN 



lOFPUraS: 



1-2 



NO 



DEVBJirai: 



AM2/GENK1 



FIGHTING 



ARCADE STTCK 



■afilSC: 



FALL 




I Virtua FigMer 3tb 

Sega's flagship arcade fighter flexes its muscles. Welcome to 
Zen and the art of finely tuned, one-on-one combat... 



Hk 




B* 



^^ 



1 Lion's kicks prove mora 
dangerous than a spill down 
the cathedral steps. : Stui 
attacks during a brief 
moment of sobriety: -: Ill-timed 
kicks can ieave you ripe for 
reversal. 4 Rstlcuffs emipt on 
the Great Wall touL 



IN BRIEF 



J!lr 



TT 



^ I POINTS 



• DeefWf than readli^ ' TTw 
Deep' In a submarine at 
the bottom of the Atlantic 

■ Added versus mode ktcks 
Japanese version Into stiape 



^POINTS 



• Novices may stiuggle to 
get to grips wrth the multi- 
faceted gameplay 

• It's yet another f^htlr« 
game 



BOTTOM UNE 



The game that kept a mlHkm 
Japanese workers away from 
their deslts. day in. day out 
for over a year If you thou^rt 
VF2 had depth, waft until you 
get a k>ad of this. The state 
of the art 



□ ot unlike Kung Fu's Cain, Sega's top 
arcade fighter has been wandenng the 
earth for what seems tike an eternity - 
not searching for its brother, but for a 
console to call its own. Performing a stealthy side-step 
around Saturn, the game was instead [and quite 
smartly) called up for first-string duty on the only 
home machine that could tmly do it justice. 
Whereas countless other fighting games rely so 
heavily on flashy super attacks and seemingly 
endless combos for their appeal, W/tua Fighier 3tb 
instead embraces a near simulation- level take on the 
fine art of kicking the crap out of an opponent 

That's not to say it lacks a memorable personality. 
or indeed, some truly breathtaking moments. Far from 
it- In fact it's the game's almost Zen-like approach to 
one-on-one combat that elevates it above its less 
enlightened rivals. 

Most of this stems from the fighting system itself. 
Gone are the fireworks, the colored trails, and the big 
glowmg numbers that tally up consecutive 
clobbenngs- In their place, you're faced with a 
measured balance of standard attacks - throws that 
would make the WWF proud - and wtiat should be 
some especially satisfying reversals tfor example, you 
might gratj an incoming attack, and use your 
opponent's momentum to slam them into the mat or. 
craftier yet snap a few bones). 



V 



1 As beautiful ss ballet, 
but a lot more painful. 
. Throws factor even 
more so r>ere than In 
pn>wrestling. 
Subway self- 
defense done by 
the book. 
4 Taka's 
motto: less 
moving, more 
squeezing.* 



CHAPTER 

AND VERSUS 



FT'S THE GAMES ALMOST ZEN-UKE 
APPROACH TO COMBAT THAT 
ELEVATES IT ABOVE THE LESS 
ENLIGHTENED COMPETrTION 



'You 1 1 aiso nave a 
bevy of especially 
devastating moves 
at your disposal. A 
few quick button 
stabs and directional 

combinaUons will go a long way. resulting m acrobatic 
leg sweeps, back-flips, and more - and there's always 
an 'out' If you didn't get that reversal just right, or your 
opponent is laying into you big time, simply hit the 
dodge button and side-step your way out of danger. 

Perhaps the craftiest move, however, is to utilize the 
arenas themselves They may be achmgly pretty to look 
at - some, such as Aois snowy backdrop, employing 
impressive depth of field - but their uneven surfaces 
allow you to take the 'higher ground," figuratively as 
v^ll as literally. This means that skillful players have 
the potential to reverse-attack the moves of an 
opponent who's on a slightly lower level, 

VF3rb's globe-trotting scenario assembles a cast of 
twelve skilled warriors from almost every continent. 



TICKING OUT the few extra 
weelte between the systf»n 
launch and the Virtua Fighter 
3tb release 5t>ould be made a little 
easier l)y the knowledge that Sega is 
taking that extra time to include a 
versus mode — the most glaring 
omission from last November's 
■e release. The ability to 
e new characters and 
ttlegrounds after a match against 
.friends got left out in the Tokyo cold. 
Being community-minded here at 
DCM, we'd ike you to help our 
Japanese friends to find It. 

"Hyou see it. please let it know 

'"--te arc thousands ot horntriy 
worried Japanese gamers that 
really aren't angry' and 'just 



_ L. 



pitting them agamsi one another on their respective 
home lurfs. These vary from the high-tech urban 
landscape of an unfinished skyscraper, to the 
rural expanse of the Great Wall of China. Okay, so this 
clash of nations might not be explained in terms of a 
tightly scripted plot but each fighter does have an 
ultimate objective: to secure a one-on-one against a 
liquid metal fighter named Durat [and rack up some 
frequent-flyer miles in the process). 

Of course, we all know that one of the best parts of 
every kung fu action flick (okay, the best part) is how 
the bi^wling actually looks on screen. In VFStb's case 
this happens at 60 frames-per-second, and at a 
higher resolution than the high-powered coin-op. Just 
like its big brother, the Dreamcast version employs 
stacks of motion capture, although we can't be sure 
that such techniques were used for the facial 
expressions - but h^. we were fooled. In faa, fooling 
you into thinking you're actually fighting is what \/F3tb 
is all about 

While absent from Dreamcast's launch line-up. Sega's 
fighter will be out soon afterwands. By the way. does 
anyone know if Cain ever did find his brother? Answers 
on a postcard, please. 

- Randy Nelson 
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I Sega Rally 2 

lt*s like NASCAR, but with proper tracks. And weather 
And mud. Lots and lots and lots of nnud 
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IN BRIEF 



POIffTS 



• Car physics an right on 
the money 

• Added tracks for the 
home vetsion 

• Impeccable herttage 

— I POINTS 

• Tracks are short and 
couM get repetttlve 

• The difflcutty curve is 
realty steep, and can be 
(teuntlne 

BOTTOM UNE 

The arcade version was a 

classic, noted for Its supert> 
handling and a great 
sensation of speed. There's 
nothing to suggest that the 
home version won't be at 
teast as good - If not better 



SEPTEMBER 99 





n spite of its rugged looks, rally racing is 
about as close to a gentleman's sport as 
you'll get going 120mph on unpaved 
roads. Sega first attempted to recreate 
the seat-of-your-pants ihriils of the wildly popular 
world motorspoft m 1996's Sega Rally, much to the 
delight of arcade and Sega Saturn fans. Now the 
tricked-out descendant of the game is flooring it 
towards Dreamcast bringing with it more than a few 
extra features not found in its coin-op counterpart 

Leading the pack is an all-new 10-year rally mode 
which aims to simulate the sports grueling racing 
schedule, complete with twisty courses and hot-shot 
opponents that become even more irymg as the 
seasons progress. Herein also lies the path to 
unlocking one of the game's other primary bonuses, a 
bevy of ail-new cars. While placing above third in any 
of the first nine years will allow you passage to the 
next only a ranking of first will land you a brand new 
set of wheels for your garage. 

There are 20 cars in all. with eight being 
immediately selectable, il unlocked in the lO-year 
mode, and one rewarded for completing the arcade 
mode. Each is available m automatic and manual 
flavors and have several handling attributes that can 
be tweaked m the rally mode for optimal performance, 
and, ultimately, a faster lap 

But what good is a shiny new rally car without 
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1-6 Sega Rally 2 ohvn simulation-level detail 
aixl arcade thrills, from seat-ofyour-parrts 
night-driving to the tight cornering required of 
quajrrt old European towns - wtiere the locals 
Still marvel at the horseless carriage'. 



enough grueling courses to muck it up 
on? Not much. It's with that fact in mind 
that the Sega Rally 2 crew has outfitted 
the Dreamcast conversion of their game 
with a whole extra locale in which to 
compete - a lush rainforest - and at 
least two new variations of the arcade 
version's three courses: desert, 
mountain, and 'snowy.' Rounding out 
the pack are the hairpin-filled Riviera 
oval and a top-secret indoor course that 
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OFF-ROAD & ONUNE 
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EGA RALLY 2 IS SLATED to be one of the first 
games that will use Drean>cast Net«vorfc for 
head-to-head gamir^ via the Internet. When 
Sega's online service rolls out this November, you'll be 
aUe to race up to three other human opponents 
■knult3rK>usly. and will have access to a workMmde 
ranking system and chat lounge for arranging races 
and giving the k>sers a hard time. But. hey. It's the 
tiUng part tiiat counts. rl^7 



92mpn 




FT'S GOING TO TAKE EVERY OUNCE 
OF RACING KNOW-HOW YOU HAVE 
IF YOU EVER PLAN TO SEE THAT 
SECRET TRACK 

only the very best drivers will ever manage to see. 
Becoming the Steve AflcQueen of rally dnvers isn't 
going to be such a Cakewalk. It's going to take every 
ounce of racing game know-how you have if you ever 
plan to see that secret track - or get past year five in 
first position, for that matter 

Mastery of the games unconventional (but 
convincing] physics and handling wrill be essential in 
getting you past each checkpoint closer to your next 
opponent and shaving precious seconds off your laps 
It's not your typical racer where tires stay fimly 
planted on the tarmac, either - quite the opposite. 
Loose gravel, snow, and copious amounts of rain lend 
themselves well to power sliding. 

Looking m your rearview mirror won't reveal your 
aunt Lois barking out unsolicited driving instnictions 



iln the Alpa, return, ng i d-. ,,:.i^ .ioeo rental takes on new 
urgency wtien you have checkpoints to beat. The Lancia 
pictured in this screenshot should get you ttiere on time, 
though ■ it's the best all-rounder in the game. 2 - i) The desert 
stage offers plenty of opportunity tor honing your 
powerslkJIung skills, but In the snovry' st%e you'll want to 
tightly control both your spewJ and sliding If you want to 
avoM k>sing those preckMs seconds that could make the 
difference between qualifying and 'Game Over'. 

But if you're logged onto Saga's forthcoming Heatnet 
service for Dreamcast you're likely to see a very 
different sight - up to three other human opponents 
vying for your coveted first place position. Unlike the Al 
drivers offline, it's a pretty safe bet that this lot won't 
hesitate to nudge you into the occasional ravine. 

Did we say "gentleman's sport'? Our mistake. Lets 
amend that to 'lead-footed nightmare havenVhad- 
my-medication-today-but-I'm-fine-really-no-please- 
don't-send-me-back-to-that-place' lunatic sport. 
Alrighty. then - where do we sign up? 

-Randy Nelson 
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NBA 2000 



Preview Zone 



I NBA 2 



III 



Forget hedgehogs and zombies, sports fans 
This is what you've been waiting for... 





SEGA 



lOFPUPTBB: 



1-4 



US 



NO 



KVaorab VISUAL CONCEPTS 



JUMP PACK 



SPORTS R&fUe nKTE OCTOBER 



1-2 For fens frustrated by the recertt shortened season in the NBA. you'fl finalty be abte to take 
It to the hoop as Raptor Vines Carter agatnst the behlnd-the-back play of the Kings' J. Will. 



IN BRIEF 



POINTS 




Basketball games have 
rtevef been this realistic 
Arcade mode should 
satisfy players k>oldfig for 
a le«s rlgM set of rules 



— POINTS 



• The "hie up the arrows' free 
throw system might be 
oortfuskig H you're used to 
the tradKkmal 'stop the 
moving bel' mettiod 



BOTTOM UNE 



S^a tak^ basketball 
sknulattons to the iwxt level 
by making them look and 
play more reaHstlcatty than 
ever 



54 



SEPTEMBeR 99 



t's easy to gloss over Sega's NBA 2000 
when Sega Sports is best known for its 
phenomenal baseball game. World Series 
Baseball '98. and its upcoming NFL 2000 
is so flashy that it casts a ominous shadow over any 
other Dreamcast spofts title. After seeing NBA 2000 in 
aaion, however, there's no question that this game 
should be taken seriously. The more we see it, the 
more we like it and the more we realize how powerful 
a sports console Dreamcast can be. 

NBA 2000 is one of the few certifiably cutting 
edge' titles on the horizon that did not gain that oft- 
overused label because of its flashy graphics, speedy 
framerate. or great sound - although it already excels 
in all three areas. No. ft stands out because of its 
obsessive attention to detail. In basketball, more than 
any other sport, the little things matter most because 
you only have ten players on the court and this game 
aims to gets those precious details dead right 

One look at the player models wilt confirm this. In 
other basketball games, detail stops at Dennis 
Rodman's changing hair color - but NBA 2000 shows 
everything right down to tattoos, dreadlocks, and fully- 
polygonal facial features Even the way that the players 
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the free throw line with 

Shaq. and you wont muscle 

your way through the heart of 

San Antonio's defense with diminutive Alan Iverson. 

NBA 2000 even lakes into account the vweight of its 

players so even posting up becomes ttie pound-versus- 
pound struggle that it is in real life. 

You'd think with the developers paying so 
much attention to the players and the gameplay 
that the other details could be forgotten, but 
that's not the case. Stadiums are to be 
recreated right down to their individual seat 
types, the stands are packed with polygonal 
fans, and even the team benches and court 
perimeter are pKipulated with splinter-gathenng 
backups, pacing coaches, score keepers and 
familiar referees. 

Sega knows the importance of building a 
strong sports following for its console. Genesis 
flounshed with great sports games while Saturn 
floundered without good sports titles of its own 
Judging by NBA 2000 Dreamcast is off to a 
blazing start 

- Dan Egger 





^ Former teammates. Spree 
and Muggsy ham It up while 
muscling their way to the hoop In 
glorious hi-resolutlon. 3 B With 
NBA 2000 taking into account 
each current players' physical 
attributes, expect this to be one 
of the most realistic hoops games 
available. ^ ~ Golden Boy. Kobe 
Bryant, and the Pistons' Grant 
Hill decide to play a little ball In 
between filming Sprite and candy- 
bar commercials. 



YOU WON'T 
MUSCLE YOUR 
WAY THROUGH 
THE HEART OF 
SAN ANTONIO'S 
DEFENSE WITH 
DIMINUITIVE 
ALAN IVERSON 
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Resident Evil: Code Veronica 



JUMP PACK 



ACmON/AOVEhTTURE WBltSt IMDC: 



Resident Evil 

Code Veronica 

"Dear Mom - the hotePs 
great, but there's something 
really odd about the staff..." 






fHirDIFFIBIlij;! ilTWEEH 
A ililiAli i A £LUE JJHIJIISI f JIMP 
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1-2 Claira's back to hw old fob of 
offing zombies In tight quarters. 
^ Guns are nk;e. but knives get 
straight to the po<nt. Har-har J 
Realtime environments and 
dynamic lighting make fot extra- 
spooky atmosplwre. 5 GkxMny 
corridors gtve way to well lit labs. 
~ And no, the zombies haven't 
gotten any smarter 



□ iCking up where part two in the series 
left off. Resident Evil: Code Veronica sees 
heroine Claire Redfield setting off for 
Europe to rescue her missing brother. 
Chris. But before she can even take in a little 
sightseeing, she's ambushed and spirited off to the 
hidden island stronghold of the evil Umbrella 
syndicate. [Not to be confused with the one chaired by 
the estimable Mary Poppins.) 

Once there. Claire's left with nothing but a survival 
knife and a hazy sense of direction with which to find 
her way - and hopefully locale her kidnapped sibling 
in the process- Standing in her way are the dark, dank 
halls and rooms of the stronghold and the hideous 
cast of zombies, mutants, and other unsightly Euro- 
trash which inhabit them. 

Unlike the two previous Resident Evil adventures. 
Code Veronica isn't limited to pre-rendered 
environmefits and fixed camera angles. Tapping the 
resources of Dreamcast's powerful silicon, the game is 
capable of delivenng real-time scenes m which to 
combat the undead hordes. Movie-like camerawork is 
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• Realtime graphics and 
dramatic camerawork are 
sure to Increase the 
spook factor 

• Rrst-person mode 

^ I POINTS 



also possible, and will surely take the series' 
fnghiening atmosphere to an unprecedented level. 
Certain to push the series even further are the addition 
of a first-person mode (which opens up a coffin-load 
of possibilities, including a little sniper action), a cache 
of new high-powered weaponry, and the ability to 
download new items and weapons from the internet 
While the game isn't due to hit these shores until 
eariy next year, these latest scream-shots are already 
keeping us awake at night m anticipation. 

-RaiKfyNetson 



• will this latest chapter 
contain enough innovation 
to please those us of wtw 
finished the first two 
Resident Evils? 

BOTTOM UNE 



Capcom's groundbreaiting 
survival horror' frarKhise 
adds realtime 3D graphics, 
first-person gameplay. new 
weapons, and Internet- 
based expandability fot Its 
first outing on Dreamcast. 




PEIHG1 mill STIITI III IIIIITlll nUI HE IF 11 IIFfllUT Jnt 

KTIK II 21 Tlllllll IISSIIIS FHI TIE FtIF tUH Tl TIE f-ISIf. 



HVEIIIEt IICIIIII6 il*i iMfttilE 
■USUI. FIEF FtlBIT III EIltllTIII. 



Gl 



Sega '^Dreamcast. 



?!P 



"k^^ ir^ . lEiT lEiEiniii 

CltAVEp 



WWW.CRAVEQAMES COM 




aUisaiM 



iMWftOwaJiwnyfcilywtriMfarfCrw r iiiliwi ^ kitfi^iwwiO^ 



nifMtiv mm. 



COMINGSOOIV 



Castlevania 



Resurrection 





0-60 IN 1 SECOIMD. 




Qonamr's twelfth (yes. twetfth) 
' resunectjon of the nearly two-decade- 
old Css/tevano license aims to win over 
fens of the game s earliest ancestor? and 
tfiOGe yearning for the senes to make a proper leap 
into 3D- Fortunately for us. this won l be accomplished 
through the simulation of noisy tourists, tacky souvenir 
stands, or other hallmarks of modem-day castles, but 
rather by drawing on tned-and-true gameplay and 
Dreamcast's cutting-edge technotogy. 

Employing cast from rts previous chapters, this 
latest outing equips you in the vampire hunting gear of 
whip-wielding Sonia Belmont who hails from last 



year's handhekl game Castfevania: Legends. Along for 
the ride is newcomer Victor Belmont a mercenaiy 
from the future wfw bears an uncanny resemblance to 
Evil Dead's Bnjce Campbell. Lucky him. 

Fitting, really, because they'll both be pitted against 
some truly evil [and very dead) adversaries. 

Count Dracula is back, summoned by the every-brt- 
as-vile Countess of Castlevama. and tf>ey've brought a 
motley crew of classic bosses with them. 
Frankenstein's monster CFrank" to his friends), the 
Wolfman, and Death himself are all out for blood - this 
time they'll team up to make things trickier. 

Returning to its rxxAs from a gameplay standpoint 
the game casts aside the exploration aspects of its 
more recent siblings in favor of pure action. Dracula s 
castle IS still as sprawling as ever (five levels big. each 
with five to eight sub-sections), but you'll spend far 
more time whipping your way through baddies than 
exploring tts every rK>ok and cranny this time around. 

Classic elements that you'll remember from the 
16bit and 32bit (reOincamations such as leaping 
across clock tower cogs and swinging from 
chandeliers will feature prominently, accompanied by 
some new hair-raising twists — battling against a 
three-headed serpent as it chases you. for one. 

Castievania Resurrection is stilt a few months off. 
with a current ETA of next spring. We II be keeping our 
holy water and crucifixes within easy reach until then_ 

-flanoy Ate/son 



IN BRIEF 



+ 



Takes ttie series Into 3D 
and back Into step wtth 
lt5actk>rH>acked ptatfomi 
ancestry 
Looks eorceous 

Ipomrs 



• S— eowed CasUevante 

veterans mi^ And K 
shallower than past 
instaMvnents 

* 2D to 30 b a tough move 

BOTTOM UNE 



Konami Is reinventing 
classic vampire hun 
series, fioing back to th»] 
basics to produce 
adventure that's ll^ar «m\ 
a^plofatlon. heavier 
actkm. and alma to be the 
most gorgeous yet 
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Available 9.9.99 



HIGH^ 



At 60 frames-per-second. TOKYO XTTIEME RACER 
is one of the fastest console games in existence. 
It's a wtiite-knuckle racing experience tfiat will 
leave you breathless. 




PPS 



H/CH VOLTAGE 

Throw dcwn against road rivals in point battle 
mode, OiStomize your import racer in quest 
mode, or choose vef3us mode to go head-to-head 
at a blistering 60 frames- per -secofxl. 




HIGH ICTANE 

"This game has unbelievable graphics that, 
in my opinion, easily rival that of the 
Gran Turismo 2 demo" 
-SEGANET.COM 

"Graphically, this game Is better than any 
console racing game to date. ..period." 
-GAMEFAN ONLINE 
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...A MIX OF DEATH-DEFYING tMW, 
TIGHT RACING ACTION, AND THRILL-A- ^ 
UINUTE TURNS AND BURNS. " Dj 



ANIMATION 



FOR 



NEW GENERATION 
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Scrape your Knuckl 



Catch some Tail 
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Think Fast! 



(( 



vngoody 



rfte prayers of millions of Sega game players have been answered. Everyone's favorite 

nyper hedgehog returns in an animated spectacular mat will blow its American coun- 

cerpans right off the tube. Sonfc races deep into the heart of Robotropolis to save the 

planet and comes face to face with an evil Hyper-Metaf robot version of himself, crafted 

by his diabolical archenemy Dr. Robotmts. Speed, buddies, romance, humor, high-tech and 

cool blue attitude combine to form A^DV- films' Sonic the Hedgehogl 
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Slave Zero 

One evil emperor. One giant robot. Revenge against all odds. 



n the not-so-disiant future, the entire 
population of a massive metropolis has 
been brought under the coniroi of one 
man: an evil dictator named SovKahn. 
This doesn't bode well for the fate of mankind, and it's 
up to one vrtjuld-be hero - that's you - to save the 
day by hijacking one of SovKahn's enforcer robots. 




Wiring you into the cockpit of this massive, yet 
incredibly nimble juggernaut. Slave Zero aims to let 
you live out every Robolech fan's fantasy. If you've 
everv fancied piloting a 60-foot-tall robot armed with 
Plasma Rail Cannons in a bustling metropolis, this is 
your chance Want to scale skyscrapers and squash 
puny little tanks with your giant metallic feet? Behavior 
of that sort is highly encouraged - and often 
necessary for survival. 

By accessing Slave Zero's online capabilities, you'll 
also be able to test your mettle against up to 16 other 
human pilots simultaneously in a variety of cleverly 
designed arenas. 

Tying together an epic 
story, frenetic action, and 
more than 15 missions, 
the game will stomp its 
way onto Dreamcast in 
late September- 

— francesca Reyes 



Test Drive 6 

Throw caution (and traffic laws) to the wind in Infogrames' first Dreamcast racer 



: Mvs t)ke ttiat boozy urtde 

and g«t away with ft. 2 

Wave to the nice police 

' aa you fly ttaat. 



ombine 40 licensed vehicles, full-scale 
cop chases, high-resolution \nsuals, and 
what do you get? Test Drive 6. the latest 
installment in one of the best-known 
racing series on the planet The franchise that put 
Accolade (now known as Infogrames North Amenca) 
on the map has been evolving at a rapid pace, and this 





newest effort looks to be no different 

Tnje to Its ancestry. Test Drive 6 take players on a 
break-neck tour of global locations such as London and 
Hong Kong. But with the power of Dreamcast cruising 
trough any of the 30 new tracks will surely look as 
good as the game pnamises to play. Police chases have 
also been fine-tuned as well, allowing for multiple 
pursuits to be taking place simultaneously and whole 
convoys of pesky cops to 
tail your car. 

Throw into the mix 
police helicopters and 
night-time patrol courses 
and Test Drive 6 appears 
to be shifting quite 
seamlessly into the next 
generation of gaming, 
Infogrames will give you 
the keys and the pink-slip 
this November. 

- Francesca Reyes 
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Slave Zero 



INPOOHAMES 



INFOGRAMES 



ACDON 
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1 Ptkrting a gigantic robot 
through a mlle^lgh city fs 
frought with dangers — 
luckily you're heavily armed. 

2 Enemies will pursue 
refenttessty. so you'll often 
havetocHmb to safety. 
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you ever 
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know 

about 

Dreamcast 

but were 

afraid 

to asl(... 
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Subscribe Toilay! 



THE OFFICIAL SEGA DREAMCAST MAGAZINE 

is dedicateij to the most powerful and 
exciting videogames console in ttie world! 

The Official Sega Dreamcast Magazine will 

keep you up-to-the-minute on everything 
Dreamcast. The coolest new moves... 
authoritative reviews. ..best-kept secrets. ..the 
can't miss techniques. Everything there is to 
know within the world of Dreamcast! 



With your subscription, you'll receive exclusive 
info on all Sega titles, import news from Japan 
and Europe, interviews with Dreamcast 
dynamos, coin-op and arcade updates. 

You'll also get a FREE GD-ROM 

with every issue, packed with 
demos of not-yet- released 
games. ..video walkthroughs and 
strategies.. .downloadable VMU 
games. ..special saves, pick-up 
lines... and much, much morel 




GET A GD-ROM included with every issui 
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Shenmue 



VMU GAMES 



ADVENTURE WBItStUSSi 



Shenmue 



Sega's epic may be a small step for 
man, one giant leap for gaming 




very system needs a game that will both 
sell it to the skeptical and show off its 
capabilities. Since the earliest days of 
Dreamcast that game has been 
Shenmue- While details on the game continue to 
emerge at a steady pace, there are still many 
questions left unanswered. Is it an RPG? Is it an 
adventure? Or is It a fighting game? And why is 
everyone dressed m cheesy 80's outfits? 
Easily the most ambitious title in 
development for any system, 
Shenmue attempts to mix elements 
from all three genres to create a new category 
of gaming that its obsessive creator Yu Suzuki 
refers to as FREE (Full Reactive Eyes 
Entertainment), Conceptually FREE means that 
you'll be able to do practically anything you choose 
to within the game's world, from interacting with 
townsfolk to choosing your own mode of 
transportation to participating m any number of mini- 
games. You can stumble unexpectedly into a 
warehouse brawl, bike to the local grocery store, 
gamble with street merchants for money,., the list goes 
on. And from everything we've learned about 
Shenmue. this may very well shape up to be a 
boundless experience set to reinvent the genre. 

But in practical terms, FREE may mean a 
completely different thing. A big part of Shenmue's 




1 Meet Ryo Hazaki. Hell be your likeness through the 
treacherous streets of urt>an China and beyond. 2-4 A 
mixture of QTEs, real action bits, and free-roaming 
exptoratkxi, Shenmue promises to immerse you tn tts reafism. 

gameplay features the inclusion of sequences called 
Quick Timer Events. These consist of scripted action 
sequences where you're required to hit the right 
button at precisely the right moment in order to 
survive. Or in other words: Simon Says. Suzuki claims 
that these QTE's will be randomly placed throughout 
the game and will not feature as prominently as the 
free-roaming action and adventure segments. Beanng 
in mind the luke-warm press reception to this mode, 
that seems like a wise move. 

With every other aspect of Shenmue continuing to 
exceed expectations, it's still the title to beat - QTEs 
or not While the plot has yet to be completely 
revealed, Shenmue promises to up the ante for all 
adventure games to come. Sega are betting on it 
appealing to all ages, approaching the holy-grail of a 
truly mass-market game TV had the moon landings to 
set! it to the rriasses. Videogaming has Shenmue 

- Francesca Reyes 



■ Ultf»reallstlc graphks 

• tiutovative gameptay ttiat 
mixes all types of mod«s 
Mo one adventure 

• It's set in the 80's 

— Ipoikts 

• Does anyone realty know 
wtiat this gan>e is really 
about besides Yu Suzuki? 

• It's set In the (gulp!) 80's 



BOTTOM UNE 

AfnbitkMs in its scop* 
promising to t>e equstty 
impressive in Its reallzatkHi, 
Sltenmu9 may prove to be 
Dreamcast's killer app.' 
changing the way we play 
games forever 
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Street Fighter Alpha 3 

Capcom's famed fighting series sticks to 2D — but adds online play 




□ rcade-goers have been pummeling away 
on the latest - and most outrageous - 
installment in the Slreet Fighter Alpha 
hne since its debut late last year, and in 
just a few short months the game will be coming home 
more than iniacl on Dreamcast 

Unlike the version of the game already available for 
PlayStation, Dreamcast's Street 
Fighter Alpha 3 will feature all of the 
character and bacltg round 
animation present in the arcade 
game coupled with zero load time. 
Bemg carried over from the 
Capcom's initial home port are 
several new fighters (which are 
now playable from the get-go), and 
the World Tour adventure mode. 
There's also a four-player mode in 
the worlts similar to the one found 
in the Dreamcast port of sister-title 
Man/el vs. Capcom. 

Beyond flashier graphics and 




sound, head-to-head Internet brawls via Dreamcast's 
buiK-in modem will be possible, as will the ability to 
train yourfighters using the VMU- which canihen be 
linked with a fnend's for some pint-sized pugilism. If 
all goes as planned, you'll even be able to download 
new characters via Capcom's website. 

Streerfij/ire/-.A/p/ja 3 might be strictly old-school - 
but like a pair of \^ns sneakers, should prove lo be a 
perfect fit for fans. 

-Randy Nelson 




Toy Commander 

Pint-sized warriors wage battle on the real home front 



1 TMs GocUlla k>ok-aUke 
must be stopped, if not just 
for his poor fashion sense. :: 
Not to be confused with 
ottier Army men' games, i 
No bats In these rafters — 
only a severe fire hazard. 



□ 



ow come your parents always insisted 
that your toys be put neatly away when 
you were done playing with them? If Toy 
Commander is anytfiing to go by, they 
probably feared a sharp jump in their insurance bill. 




Putting a particularly warped twist on the 'toys 
come alive' theme of movies like Pixar's Toy Story, the 
game casts you as a would-be general charged with 
vifflging full-scale (or was that sixteenth-scale?) war in 
your living room. You II have all sorts of pint-sized units 
at your beck and call, including radio-controlled cars, 
model aircraft, and the requisite plastic Army men. 
Ordinance will be suitably low-caliber as well - atom 
bombs get replaced by rubber erasers in ttiis world. 

Straying from the oft-seen real-time strategy 
model, the game spans several forms of gameplay. 
including first-person shooting, racing, and flying, with 
tedious movement commands kept to a minimum. 
French developer No Cliche (known for such games as 
Twinsen's Quest on the PC) also has designs to vrork 
split-screen four player combat and modem-based 
melees into the game's remarkably detailed world 

If Toy Commander turns out anywhere near as 
brilliant as its concept we reckon you'll be just as slow 
to stow it as you were with your real toys. 

-Randy Nelson 





Street Fighter Alpha 3 



CAPCOM 



MUMBBI or nXTDB: 



t a rt B msntaasrxjj/ppKx. 



KUASEHIE: 



1 Ryu and the gang are aWe 
to perform flashier moves 
than ever 2 Old favorttes 
such as Guile are playable 
from the get-go. 3 Get 
clobfaered tke this by playets 
over the Internet. 




Toy Commander 



ACTX3N/STRA7EGY 



jump pack 
Tba 
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Preview Zone 




Sega Bass Fishing 

Sega confirms what you've always suspected: Size really does matter 



Sega Bass Fishing 



RSHTKS 









maglne a world where fishing is the 
supreme sport and the highest 
achievement is hooking that elusive 20 
pound bass... Okay, so that may not be 
the world that we'd all like to live in. but Sega has 
created such a universe with its more than arcade- 
perfect port of Sega Bass Fishing. 

Featuring a Dreamcast-only Original Mode that 
allows you to play 
through a string of 
progressively tough 

tournaments against 
other fishermen (and 
women), Sega Bass 
Fishing also gives you a 
chance to test your skills 
against the clock in 
Arcade Mode. Controlling 
the game promises to be 
enough for those who've 
never virtually trawled the 
lakebeds for bass, while 




there will assuredly be enough simulation elements to 
please even the most veteran fishing fiends. 

Add in the option to use Sega's clever fishing 
controller, and you'll be able to feel all the tugs and 
ferocious reeling of what may be the most true-to-life 
fishing game yet Super- realistic graphics, challenging 
gameplay. secret lures, and day-glo fishing caps round 
out the package. 

— Francesca R^es 



1 All the fun of fishing 
without tfie drag of having 
to gut and clean the 
suckers aftw they've been 
hookedl .: Easy to play, but 
progressively tough to 
niaster. Sega Bass Fishing 
promises to be the fishtng 
gune to beat. 




Soul Rghter 



PIGGYBACK 
INTBRAC7TVE 



TOKA 



Jt»wlPPACK 



S£PT£MBBi 
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12 Depending on your 
taste. Soul Fighter offers 
both first-person artd third- 
person views to take In all 
the action, i Don't expect 
a stroll down Sosame 
Street, this ganie isn't for 
the fatnt of heart. 
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Soul Fighter 

Pig-faced monsters and barbarians square off 



f not for the lack of gnome-like fellowfs 
dishing out rotissene turkeys, you might 
just mistake Piggyback Interactive's first 
go on Dreamcast as a 3D successor to 
the mighty arcade classic Gokfen Axe at first glance. 

Choosing one of three medieval action-romp 
archetypes - a burly warrior, scantily-clad vixen, and 
mysterious mage - you set off to hack your way 
through several fully 3D stages populated 
with all assortments of baddies, from 
boar-like warriors to bona fide giants. 
Unlike past treatments of the genre, you 
can zip into a first-person mode for some 
high-accuracy slaying after procunng the 
dagger, crossbow, or bomb power-ups. 

tf hand-to-hand melees are more your 
thing, you can always sheath your weapon 
and charge up for a devastating combo 
move that would leave Conan scrambling 
for his video camera. Or more steroids. 

— Randy l^lson 




THE ONLY WAY YOU COULD POSSIBLY 
GET MORE OUT OF OUR WEB SITE 



t 
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INTRODUCING THE ULTIMATE GAMER WEB-SITE 



An Einstein brain load of info plus a freakin' warehouse of cool stuff to buy It's adios to zzzz's, baby. 

www.thegamestop.com 



Powered by Babbage's and Software Etc. 
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the Dolphin 

Defender of the Future 



Ecco resurfaces in stunning 3D to prove he's more than 
just a sub-aquatic substitute for Lassie. Woof! (gurgle)... 




IN BRIEF 



+ 1 POINTS 



• Beautifully-reaKzed tovets 
and astounding graphics 

• Massive environments to 
explore, and plenty to do 

• Dolphins are cod 



^POINTS 



• It's rare ttiat dasstc 20 
ttttes make the lump to 30 
•uccassluly 

• It's a game about fish, 
essentially 



BOTTOM UNE 



There are few tttles on the 

horizon that took as good as 
Ecco the Dolphin, and fewer 
9tin that provide the less 
arcadeK>bsessed gamers 
with a suable world to 
explore. Appaloosa's Dolphin 
Safe tttle Is one to watch 
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Qolphins - you've gotia loveem. And we 
do here at DCM. Senior Editor Randy 
Nelson claims he actually 'met" TV star 
Flipper at a Hollywood schmoozefest 
(though was unnerved by the Wet-One's permanent 
smile). 'He just stood there on his tail smiling and 
making clicking noises. * claims Randy. " It was sort of 
creepy, actually.' Ecco. however, happily remains 
untouched by the warped mirror of fame, and has 
returned looking better than ever. And with a great big 
smiie on his face. 

The producer on the project Gergely Csaszar, 
remarked that this title looks so realistic "that one 
cannot help but forget that this whole worid is 'just a 
videogame." For me it went beyond a game; it is a real 
place with real living creatures. Its like creating life." 

Obviously, even the developers have lost every 
sense of reality, but it proves that Ecco will give new 
meaning to what you might call "virtual reality." U 
looks as though it will be an ideal showcase for the 
Oreamcast's awesome power, much like the Genesis 
game set new standards in the 16bit era. To make all 
this possible. Appaloosa uses its proprietary "Game 
World Builder" technology, a combination of 
development 'toor and game engine, all njnning on a 
Windows-based interface.What all that means is that 
the teams can add and subtract parts of the game 
world at the touch of a button, and create new maps 
and levels quickly. It's kind of like Lego • but in code. 
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Ecco the Dolphin 



SEGA 



OrPUTBtS: 



1 



US/HUNGARY 



NO 



DEVBJm APPALOOSA HMTERACTTVE 



raHTHBULS: 



JUMP PACK, VMU 



ADVENTURE WBOSttUOt; TBA 





1 -HI. I'm Ecco. and IH ba your 
MeHigent sut>aquatk mammal.'' 2 
An octopus boss gets a Utile too 
MerKly. 3 Back to school. ~ Future 
super-villain headquarters. "Gurgle" 




IF YOU BUILD IT... 



ppaloosa created a special 'worM 
buikter' program to help them 
construct ttiese amazing levels foi 
the game qukrkly arKl easy. Slyly codenamed 
'Game World BuiMer . it's shaved months off 
the productkMi schedule and allows the team 
to spend their time dreamir^ up ever more 
, fiendish traps ands tricks to keep even the 
I nwst Flipper-obsessed gamers in the drink tor 
1 liieeks (this boring ^ay screenshot is wtiat It 
I tooks Hke to the lucky whizkids desi0*« 
I ttwgame). 




and get results with minutes and hours instead of days 

or weeks." This explains why fcco made many games 

pale in companson at E3. and it's 

only been in development for a 

year or so. 

In addition to the great 
anention to graphical detail and 
realism. Appaloosa is hard at work 
at creating similarly impressive 
gameplay. "Once we have an 
environment that looks beautifully 
real and creatures that took and 
behave as if they were truly alive. 
we w}\\ continue this approach 
and make the 'videogame' 
elements blend into the natural as 
well." Csaszar explains. Scco will 
be an 'adventure game with many 
action elements" You'll get to 
explore four widely different 
worlds, each sutxJivided into areas 
packed with all sorts of punles 
and enemies You can also choose 
between a "simulation" and 
"arcade " type control, based on 
how comfortable you are with the 
dolphin controls and "navigating, 
diving, climbing and spinning 
around in a virtual world." Not 
only will the veteran gamer be 
served with this game, but people 
less interested in finishing the 
adventure will 'find endless fun 



ECCO MADE MANY GAMES PALE IN 
COMPARISON AT THIS YEAR'S E3 
SHOW, AND rrS ONLY BEEN IN 
DEVELOPMENT FOR A YEAR 

just playing around with the dolphin in quiet, remote 
lagoons"f75 thai legal?- Ed) and performing various 
acrobatics in the air. Appaloosa also has "son>ething 
very special indeed" planned for Uie VMU. v^fhich is 
meant to remain a surprise for rww. A tuna cannery 
Sim. perhaps 

Interestingly, the story was created by none other 
than David Brin, the Hugo Award-winning author of 
sci-^ epics such as The Postman and Startide Risir>g 
CHere"s hoping this story, at least won't make it to 
Kevin Costners agent eh David?). Regarding his 
collaboration with Appaloosa he tells DCM. "At first I 
was reluctant - I have a pretty full plate with novels ar>d 
movies. But then I got to see the Genesis version of 
fcco and was captivated! This wrasnt just another 
shoot-em-up game. I found myself imagining a 
storyline to back-up the action-packed game 
sequences. Well, as long as I was day-dreamir>g a 
story. I might just as well get paid for it<"' 

Just as long as we never live to see the day Kevin 
Costner arrives on screen in a rubber dolphin outfit 
the prospect of such an amazing-looking adventure 
title IS a welcome one indeed. 

-Jorg S. Ttoel (gurgle...) 
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Metropolis Street Racer 



Preview Zone 



I Metropolis 

Street Racer 

"Drive", she said. So you did, and 
she hasn't seen you in weeks 




-^ 




SEGA 



lOFPunns: 



1-2 



ENGLAND 



TBA 



BIZARRE CREATtONS 



WH^EL, JUMP PACK GaME: 



RACING IBfASE UDE: FALL 





■iM. 1 1 nmmv *:«ipwiipw(ppw*'-'9^«ffl*«»'^ 



I 





IN BRIEF 



+ I POINTS 



• It's the bMt-^ooklng racing 
game ev6r mad6 

• You get to race real cities 

• And absurdly quick 
Japanese sports cars 



— poiias 



■ It's another racing game 

• Will the detail in the car 
models mean too few 
'tiackground' vetiicles? 

• ThehypeisbuikHne... 



BOTTOM UNE 



Bizarre Creations If now 
racing games like Colonel 
SarMleis knows chicken. If 
anyone can pull this 
ambitious project oft. it's 
those guys. You can bet 
Sega's racing teams are 
taking noptes 
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Hega originally wanted the Liverpool- 
based coders Bizarre Creations 
create a cutting edge Grand Pnx 
game for the Dreamcast But 
company founder Martyn Chudley felt 
tie needed to do another Fi game 
like a mctose needs a weekend in 
Vegas, So out went the Ferrans, 
the yellow flags and the pit-stops, 
and in came rag-top European 
speedsters and the thrills of 
joyously reckless powersliding 

You'll be able to drive at least 20 
different production cars (Tord 
Mustang. Honda NSX. Euro-sportscar 
Fiat Barcetta and more], licensed from 1 3 
different manufacturers. And yes. you'll be 
able to race against other super-convertibles 
around the tncky twists of urtian street tracks. What 
gives the game its unique edge is that its nine circuits 
are based on real areas of three world cities - Tokyo. 
London and San Francisco. While other games let you 
thunder around fictional courses. Metropolis Street 
Racer has realistically modeled three two square mile 
areas per urban sprawl Come the game's launch this 
fall, you'll be able to zip past the tourist traps of 
London CBuckingham Palace. Trafalgar Square. 
Picadilly Circus), before tackling the narrow streets 
and tight turns of San Francisco's own T-shirt Mecca 
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1 The ShltNjya 

district of Tokyo, like all 

the levels. Is Incredibly detailed. 

7-4 The cars kwk simply fantastic. The 

chaHenge tar Bizarre is to add iTMiltlple cars to scenes wtvie 

keeping the fram&fate smooth - ttte programming equivalent of 

hitting the exhaust port of the Death Stat. Without The Force. 

and home of tastless 
Fishenman's Wharf. 

The extent of the realism is staggenng. Not only 
were the game's cars modeled from official 
schematics and technical specs, but Bizarre Creations 
also dispatched researchers to photograph and f'lm 
the featured cities lo get the building textures and the 



background minutia just right The resutt is an 
unprecedented level of in-game detail - from 
individual lampposts to accurate wall surfaces. 
windows, fire escapes and billboards - as the 
thousands of photographs were painstakingly 
turned into textures and squeezed into the game. 
The bottom line is that if you live on a street that 
makes up one of San Francisco's tortuous tracks. 
you'll be able to drive past and check out a 
recreation of your house, pixel-style. 

"What makes MSR different." suggests 
Chudley. "are the hyper-realistic environments. 
Nobody else has really done that before - not to 
this extent It's an idea which goes back to our 
Formula l heritage, of representing real and 
recognizable environments. At the same time. 
we're not going to be too anal about rt. tiecause at 
the end of the day the game has got to play well." 



The Ford Mustanc ' 
spin around tfte hVy 
of San Francisco, oddly 
enough without a driver. 
Spooky. 2-; The Honda NSX to 
one of the fastest cars bi tlw 
game. Here It iinhM 
somewhat wayward process 
arourtd Tokyo's hyper-trerKiy 
Shibuya district. Note the 
len&41afe from ttw headlights 
and the specular MgNlghtii« 
(reflections) on the 

bodywork, it's okay to gasp - 
we think the vtsuats are 
breathtaking too. 



THE BRICK-PERFECT DETAIL 
COUNTS FOR NOTHING IF YOUR 
CAR BOASTS ALL THE AGILTTY OF 
AN ICE-SKATING HEFFER... 

And that's the key: playability. Whether you race in 
daylight or darkness, around the neon-lit suburtis of 
Shibuya or Bullitt-style through the hilly 
neighborhoods of San Francisco, the brick-perfect 
detail counts for nothing if your car boasts all the 
agility of an ice-skating heffer. The handling of the 
cars is going to be as true to their real-life 
counterparts as possible." promises Chudley. "But it's 
not going to be intrusive. Metropolis Street Racer will 
have an arcade feel to it, for sure, but not at the 
expense of detail and gameplay." 

- Dean Evans 
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vigilante 8: Second Offense 



JUMP PACK 



ACTION 



Vigilante 8 

Second Offense 



Activision redefines digital road rage 



1-2 Whether playing against tin 
computer or friertds. car combal 
ensures a satisfying expeiierice 
For those wtth an appetite for 
destruction. 3 Acthriskwi hlrrts 
ttiat Dreamcast gamers will 
have exclusive three and fow 
player modes to play wtth. 4-6 
The variety of new powemps 
allow you to cruise almost any 
terrain wtth equal ease. 



Het against the disco-fever backdrop of 
1970s America, ttie original Vigilante 8 
game (released for those quairit old 32bit 
consoles) pitted nval car gangs against 
one another, armed to the teeth with fantastic artillery 
and equally fantastic hair-do's. Developer Luxoflux is 
aiming to recapture the adrenaline-charged drama of 
the original, but is going the distance to ensure that it 
won't be a simple rehash. 

Incorporating a new system of power-ups. Vigilante 
8: Second Offense allows you to collect icons that 
enable its 17 new cars to transform robot-style 
between different modes including a hovercraft 
snowmobile, and hydroplane. 

Luxoflux has also made sure to carry over 

elements from the original, such as recurring 

characters and completely destructible combat 

arenas. There are 1 2 arenas in total, as well as 

multiple gameplay modes for single players 

divided into Quest Brawl and Desperado and 

two-, three- and four-player modes for what 

are sure to be some truly wild multi-player 

melees. This is all handled splrt-screeen. and 

from the early version shown to OCM. copes 

well with the added load, with little 

framerate slow-down Cthough the detail 




^Ipoihts 



• Bri^it shiny objects that 
explode really well 

• Huge variety of irtodes. as 
well as iTMjttiplayer options 

• Lxtsds ol new features 



^ POIMIS 



• Al and detailed controls 
are still yet to be seen 

• Even ttKMigh its alt-action 
the characters still have 
to be identlflabie and cod 



BOTTOM UNE 



level drops a level or two - but that's to be expected). 

With 17 brgnd-new vehicles, as well as the addition 
of the part<cularty vicious Drifter gang to the lineup, 
Vigilanie 8: Second Offense could well have what it takes 
to be the king of the car-combat sequel road. 

- Francesca Reyes 



Befrig the first car combat 
game on Dreamcast. and a 
promising one at that. 
Vigltante 8: Second Offense 
has rtt«« chance of falling, 
malUng K a good bet tor fans 
of the genre ar>d newcomers 
wtth a taste for explosives 
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ARTIFICIAL INTELLIGENCE H1NT> 

OUTSMARTING IT WILL ONLY 

.viake it smarter 



it's thinkifig 
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Climax Landers 



Preview Zone 



PWUSHBfc 



SEGA 



JAPAN NIMm OF punrsB: 



1 



NO 



DCVaOPB: 



CUMAX 



RPG PHtneUUS: 



VMU GAMES KLfUE: WINTER 




I Climax Landers 

Wanted: Role-playing game with cheeky female party member; 
preferably in form - fitting attire. No experience points necessary 
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• Gof^ttB ^aphics feature a 
UySDuravefse 

■ Monster breedir^, time 
tiav«ii& and checkout hies 

• StK cft aractet s to play 

^ I POINTS 

• One town and onfy 
fogonofaUii^ duigBons may 
prow a Rtle dtH and less 
expansive than othet RPGs 

• How lone is landefS? 

BOnOM LINE 

With Its beautiful landscapes 
and pro ml sing game play. 
Climax Landers should gNe 
us a peek at what's to come 
for RPGs. but its success 
relies more on storytirw and 
ch»actefs. it's still wart-artd- 
seeon this one. 
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dedicated RPG fan. And 
wilh good reason. With 
environments and highly 
detailed polygonal cast of characters. 
it seems that there's plenty to be 
excited about 

Among the game's many interesting features, the 
most notable is the ability to travel back and forth 
through time. Sword, the mam character, is 
approached by one of the elders in his village to 
decipher the mystery of the strange time portals that 
exist near the town Cthe elder vi/ould go himself of 
course, but he's presumably 'busy']. And so the 
spritely young Sword must then rely on his inherent 
magic skills to solve the mystery by joining up with a 
band of five other wanderers. 

While the game only really features one town. 
Qimax Landers gives you the chance to experience 
this multi-faceted landscape in several different time 
periods. You'll be able to shop in a modern 
convenience store at one point in the game, then 
explore prehistoric ruins complete with primitive 
peoples and dinosaurs the next (sounds like my local 
mall - Ed). The combination offers an interesting 
opportunity not only for jokes about elf ears and 
Slurpees, but also plenty of innovation and uariety in 
a genre that can be all too predictable 
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1 Lady takes a good k>ok at the machine that 
will laufK;h i>er and iier comrades back and forth 
through time. 2 The battle systems allows you 
to capture animals and have them fight 
alongside your character. ' Marion pulls off tile 
darli% stunt of flyir% throi^ the air on what 
looiu like a large Dreamcast dinner mint. 

Another of Qimax Landers' much- 
publicized features is the strangely familiar 
band of characters cast m the game. Savvy 
gamers who remember Climax's other 
classic RPGs. such as Landstalker and 
Shining in the Darkness on the Genesis, will 
most likely recognize the mugs of two of 
the former games' heroes. Marlin. the 
spunky mage who was one-third of the 
dungeon exploring team in Shining in the 
Darkness, as well as Lyie, the cocky elfin 
thief from Landstalker. both play integral 
roles in Landers. 



LAY OF TH 
LANDERS 



:Uidy 

Origin: Ladystalket (Japan onty) 
Type:EW 
Specialty: Martial Arts 

:Ly1e 

Origin: l.andstaJifer 
TweiElf 

Thievery 



:N/A 

T^ipK Hal^man. half^oast beast 
: Strength 

: Marlin 

Oh0n: Shining in the Darkness 
Type: Magician 
: Magic 



Ori^: N/A 

Type: l-tuman 

Specialty: Swordsmanship 

NaniM: Marian 
Origin: A tree, perhaps? 
Type: Wooden Puppet 
Specialty: Rammabilty 
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Approaching the st^e deep Inside the 
<abled Batcave, Sword prepares to 
audition for the part of Robin (oops - 
wrong universe). 2 The textures and 
environments in ttw game are simply 
breathtaking. 3 Swocd confronts one of 
the many bosses within Landers: 
prepare for some tough battles. 4 Marlin 
defends her right to wear bright 
lavender tights by wielding a rather 
large wooden stk;l(. 
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AMONG THE GAME'S MANY 
FEATURES, THE MOST NOTABLE 

e YOUR AaiiTY to travel back 

AND FORTH THROUGH TIME 

For those who had the chance to lay their 
paws on the import. Ladystalker will no doubt also 
recognize Lady, the female martial arts master. 
too. Sword will also call upon the help of 
newcomers. Rao, a powerful beastman. and 
Manon. an enigmatic female wooden puppet 
character of which little is known in the game 
Capart from her aversion to naked flames). All six 
characters will be playable, but only one 
character can be controlled at a time, so don't 
expect to be traipsing about the dungeons with all 
six of these powerful warriors in tow 

With a release date tentatively set for Winter. 
Sega plans on promoting Qimax Landers not only 
on the strength of its gorgeous visuals, but with 
its multitude of unique features. A string of 10 
VMU-related mini-games to suppon the 
monster-breeding options and casino-type sub- 
games sound cool. But ultimately the stOfy and 
gameplay will tell Qimax Landers' tale. Expect 
more coverage of this amazing looking RPG in 
Fanta^ Zone in the coming months. 

— Francesca Reyes 
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Dynamite Cop 



puBusiei: 


SEOA 


DtVBilPOli 


SEOA 


OMBN: 


JAPAN 


cent 


ACTtON 


MMBBI OF PUnitS; 1-2| 


tammuLi. 


JUMP PACK 


CHUKT 


NO 




FALL 



1 Most of the baddies ar« 
pirates, although this one 
looks suspiciously like A- 
Team hero, Ml T. 2 The 
action commences the 
moment you set foot on the 
boat, i As a rule, every 
Sega beat-'em-up must 
feature a disco brawl. 




Flolgan Brothers 



VISUAL CONCEPTS 



WIMM9I OrrUTBIS: 



JUMP PACK 



SPRIhWi 



Preview Zone 



Dynamite C 

Pirates of the Caribbean gone horribly wrong 



• I 




weapons 



fading foreign terrorists (or the scariest 
pirates this side of Captain Ron, Sega's 
unofficial sequel to Die Hard Arcade has 
you donning the gear of a police special 
member on a mission to rescue the 

president's daughter off a hijacked cruise ship. 
Fortunately, you'll be well armed - and look 

nothing like Keanu Reaves. Instead, you can choose 

from three different characters. 

Comprised of three missions, the game lets you 

pummel your eye-patch-wearing adversaries with 

nearly anything onboard that's not nailed down, 

including Chut certainly not limited to} hat 

racks, arcade machines, and, uh. toilet 

plungers. These are m addition to a 

whole host of punches and kicks, not to 

mention intentionally-lethal objects the 

likes of .9mm handguns and Uzis. 

Breaking up the beat-'em-up 

shenanigans are timing-onented action 

sequences similar to those in Die Hard 

Arcade, whereby you'll have to press the 



action button when prompted in order to 
clothesline oncoming baddies and perform 
tricky jumps, amongst other margmally 
amazing feats. 

Explaining yourself 
to the President if you 
don't rescue his 
daughter is the one 
truly amazing feat 
you'll hopefully never 
have to pull off. 

- Randy Nelson 
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TAKE COIMTROL. 




Floigan Brothers 

Sega's top-secret platfornning duo steps out of the shadows 



eel the dynamic duo behind what Sega is 
hoping will be one of the biggest games 
of next year: Hoigel and Moigal Floigan. 
Their names may be funny, and their 

world lifted straight out of old Laurel and Hardy skits. 

but these two decidedly 

goofy brothers may be 

the best thing to happen 




lo the popular platform genre in many years. 

Playing as Hoigal Che's the smaller one], you've got 
to work together with your Al-controlled sibling, 
Moigal. in order to solve the game's various puzzles - 
such as having him toss you up to hard-to-reach 
places and moving large objects. 

Developer Visual Concepts [NFL 
2000] is keeping a tight lid on the 
rest of the game's inner -workings. 
but we do know the motivation 
behind their mission: they're about 
to lose their junkyard home to a 
greedy land developer, but not 
without a good fight. 

Floigan Brothers won't be 
available until next spring, but it's 
shaping up as one of the most 
original representatives of its class. 
We'll have much more on the game 
next month, so stay tuned to this station 

- Randy Nelson 









Check out o ^ 

controllers, peripherals, cables, 
and connectors for your Sega 
Oreamcast system. 
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Come to think of it, full-tilt* might 
be an understatemenL 

WIten September 9 rolls around, almost a 
quarter of the 19 games you'll be able to lay 
hands on at your local games emporium will 
carry the Midway logo - tlie largest day-one 
tuni-out (rom anyone btil Sega. Mortal Kombat 
and NFL BIH2 will show up. of course, 
but there will also be two fresh (aces 1 

in the bunch, namely the high-octane ^ _ 

racer Hydro Thunder and Ready 2 JH 

Rumble. Oreamcasl's first boxing title. 

But we've all played MK and Blitz '"" 
before — a racer's just a racer, and all 
(hose questionable 32bit boxing j 

'Sims' surely spelled the end of 
sleep-depriving, edge-of-your-chair 
videogame pugilism, right? Giving 
our magic eight-ball a good shake. 
_ and getting a curious 'No' 

in response to Uiis query, rt 

was time to set off to 

Midway's San Diego, 

California studios (o 

(investigate furttier. 







TTfe pinball wizards behind '80s coin-op classics TVmr^py Hunter, and 
Rampage head full-tiit towards the future of videogames. Get ready for 
Midway's blistering day-one Dreamcast assault. 
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Enter the punch-drunk buncHi 

Within minutes of arriving at Midways offices we were face-lo-face with 
some very sketchy-looking guys. Some of them weren't loo hanJ on the 
eye - at least Ihey were well-groomed and had good complextons. It was 
the other bunch that scared us. They looked like they'd just broken out of 
a Federal Penitentiary and had a few scores to settle. They were 
muggers, senel kilters, granny bashers Cor posstWy even night dub 

doormen), all boasting 
muttiple chins and the kind of 
dark, sunken eyes that hadn't 
seen sleep for weeks- 

But this wasn't the 
siumber-deprived rabble that 
normally passes for a games 
development team. No. this 
motley crew were the 
neatiy-designed gang of 
thugs in Ready 2 Rumble - 
Midway's splendid new boxing 
trtle that lodges rts tongue 
firmly in its bruised and bloody 
cheek. It most definitely pulls 
no punches. 

Even though some of the 
fictional fighters were looseiy based on 
actual team members, we found a 
fnendly and enthusiastic bunch at work 
on the project 'It's got an over-tbe-top 
iook. a very responsive feel, and we're 
concentrating more on fun than 
anything else," assured programmer 
-i,e Wagner. "We've had people who 
: even play games pick it up and 
start havir>g fun nght away." 



Tc create Reaay 2 Rumtjie's unique cast of some 20 
boxers, and the multitude of boxing arenas, the team 
has been drawing upon equal doses of classical 
animation techniques, motkxi capture, and state- 
of-the-art programmir>g know-fuw. 

Each of the fighters has been cooceiwed much 
in the same way as a cartoon character, and then 
brought to life as a 3D model ar>d 'painted' by s 
texture artist From here, they receive their own 
unique array of moves, and then 
are given their fancy 
footwork by the teams 
motion capture model, a 
real-wortd kick boxer. The 
crowning touch comes in 

tlie form of outlarKlish facial 
animation, realistk: bruises, and 
even the occasiorut missing tooth - all 
occurnr>g in realtime. 

"V/e have a lot of our own tools to make the 
mobon and the fecial expressioris and U>e swvelj 
points arxJ the brusng." adds lead programmer 
Teny Bertram. "It's even more 



/ 
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Ready 2 Rumtit tap* 

Dreamca&t's enormout 
graphical polentl^l to 
fender boxers that nal 
onir mov^ Uk« th* rwtt 
deal tMit alM 
sweat and bnriM Mw R 
too- ' ~ 
chafactcr anImalloA 
tecntquet Into play. 
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IN BRIEF 



POINTS 



• Could wed turn out to be 
Punch Out. DC-style 

• Hilarious, super-detailed, 
fat-lipped caricatures 

• 60fp9 arcade-style speed 

— [POIWTS 

• Single fAayw game has 
yet to be seen In action 

■ Rrst-person view wlH need 
some more work 

• You can't punch Don Kin£ 

BOTTOM LINE 

We atl know how terrible 
Ooxing games can be. but 
this one shines like George 
Foreman's smooth, sweat- 
covered rKiggin 




J READY TO RUMBLE TEAM 
y Hot everyone on Midway's Ready 2 Rumble crew fancies therrtsehes as woukMie 

' pugHtsts — Of so they say. Vbu certairriy wouldn't be able to teU it juctging by their 

-^ recent profects. which have included the console^xclusive fight>% title Bio Freaks. 
or that visibly worn Soul Calibur machine displayed proudly tn their work space— 



k 
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comical when your boxer smiles at the end and he has a 
few teeth missing.' ft saves on poJygoos. too 

Hard httUng 

Bruises, missing teeth, and dislocated jawbones 
generally come about from particularly hard blows in 
Ready 2 Rumbie. and these are usually the mte and not 
the exception. In addition to the two basic high and 
mid-blows CoomphO, each boxer can land a variety of 
special punches, arid chain combos can l>e executed 
via predetermined directional and button 
combinations, and. of course, precision timing. 

Delivering a thunderous hit rewards you wrth one 
letter from the word 'rumWe' for your appropnately 
named Rumble Meter, which, when fully charged, can 
be used to launch into a sort of berserKer rage 
complete with fantastically glowing gloves. Go down fc 
the count and a garter-wearing referee wrtit make hts 
way out onto the mat accompanied by cinematic 
camera angles. Tapping the shoulder buttons rapidly at 
this point is the best course of action - it's essential for 
regaining stamina for the remainder of the fight 

Of course, apart from knocking your foes 
senseless, your other main goal is to avoid seeing 
stars yourself. And through use of the shoulder 
buttons, life-saving ducks, and side- 
steps are possible. 

Road to victory 

Whether you choose to compete as the 
smack-talking Afro Thunder, the 
grotesquefy obese Salua, or any of their 
outlandish companions. Ready 2 Riimb/e 
provides two basic gameplay modes - 
Arcade and Championship. Whereas the 
former is straightforward enough (you go 
up against one AI opponent, a fri^d, or 
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even another human player over the modem, the 
latter game puts you in xhe iH-fitling tilazer (and 
maytie even a stark-wtiite fro?) of a boxing 
manager. Given an entry-levet sum of cash, it's up 
to you to hire a fighter, buy equipment and train 
them for a valiant victory. 

It's in this portion of tfie garrw that your VMU 
[see page 91) will come into play, enabting you to 
horve your prize fighter's skills on the go. and even 
trade them with friends. Your fighters can also 
work out within the game on jump ropes, weight 
machines, punching bags, and the like There's 
even an 'exhibition' mode, where you and s friend 
can load up your boxers and watch them duke it 
out the victor winning not only braggmg nghis, 
but the other player's character to boot 

T.ILO. 

It wasn't long before we learned how quickly 'pick-up- 
and-play can turn into 'pick-up-and-never- put-down' 
when caught in a flurry of flying fists, swelling faces 
and cheering fans at 60 frames per second. It's an 
impressive and thoroughly entertaining package- 
One thmg IS for certain: Ovef-the-top boxing is 
back and n's never looked so good. And fortunately, 
these black eyes don't sting anywhere near as much 
as the real thing. 
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A good, solid bk>w will 
send your oppor>ent's 
elastic jaw into orbit. 
First-person perspective 
yields more detail, but 
little else at this pofcit. 
- Motion trails acU to 
the game's arcade k>ok. 
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IN BRIEF 



POINTS 



• BIgsect boWMt Woodh«t 
Mortal Hambttytt 

• "Better than arcade- 
perfect' you lucky people 

• Horrltite newcharactera 



— PWKTS 



• >tour ntto whSm won't Mw 

tt (haog on. that's a plus) 

• Long In the tooth 

• Remember. It'a rwt big or 
clever to rfpoutsplnea 



7 "c we could rrak,e ou' v-ay tc 
Ready 2 Rumbte's tide fight we were 
quickly whisked away to a very- 
different kind of comtjat From a 
dartiened conference room, came the 
distant sound of btood-curdling 
screams and the decidedly grave anc 
familiar command, "finish him!" 

This was no test screening of a 
new UPN gameshow. but of course. 
tf>e latest and potentially greatest addition to the 
Mortal Kombat universe. Mortal Kombat Gold. 
RMturtatety bearing no resemblance to the armor-dad 
warnors in the game, production staffers Andy Kaffka 
and Ed Tucker invited us to pull up chairs as they 
casuatly disemtxiweled each other on screen. 

While It may t)e true that at least one DCM staffer 
entertained vague delusions of themsefves as an MK 
guru back m the days of MKII (Finish themf -Ed), we 
watched the mayhem unfolding on screen twfore 
jumping into the fray. Having dabbled in just about 
every intimation of the series published to date, we 
just had to know what was so special about this 



latest version that now 
warrants a 'Gold' suffix. 

While effortiessty 

executing a 14-hit combo. 
Kaffka explains all. The 
biggest thing is that 
you're going to t>e 
able to play a 
t>etter-than-arcade 
perfect version at 
home. It's as good 
as MKIV in the 
arcade, but tf>en all ( 
the extra characters and 
backgrounds that we'll 
add to (t are gotrvg to 
make it that much better." 
In addition to 
resurrecting 'komfaatants' 
from the past MXs. the 
team has brought akmg 

some familiar fighting k>cafes as well. Arenas such as 

MKif% Living Forest and Pit II have been updated for 

the polygon age with added depth, and even those 

brought over from the last game have t}een 

enhanced with new animated 

elements. Taking atlvantage 

of Dreamcast's power 

arcade-perfect characters of 

around 3.000 pofygons eadn 

are hunled around over the 

backdrops at a blistering 60 

frames per second. 

And what role has 

renowned series co-creator 

Ed Boon had to play in all this" 

"Ed is still very invoh«d in the 

creative content and ail of the 

creative decisions' reports 

Kaffaka. In other words, he's the 

one they'd be answering to rf the 

identify of those aforementk>ned 

hidden characters made a no-show. 

He'd never gel away with rL 



BOTTOM LINE 



1 Left- and r^ht-handed blows are executed via separate 
buttons, and. using a second set of buttons, can be directed 
toward your opponent's head or chest. Each boxei falters 
and sways differently depending on the blow they re dealt, 
serving to further cement thetr ir>dividual character tracts. 



For the legkMts d obeaah« 
MK fans, no amount of Mood 
and guts wW ever be enough. 
At least MK Gold could 
«ance the tans 



, THE NEW KOMBATANTS 

Apart from cosmetic tw«aks and new baclukops, extra characters 

mostly come In the form of some famWar faces Ikom past Mb which 
didn't make the cut for MK4. There's ttw Made wtaWfclg mutant. 
Barraka: Qm noWa. faMhrowIng KHana: the Sco(pion«aque robot 
Cyrax: and Kung Lao, Mrtw may very well have teamed his rszor^harp 
hat throwkiK sMto frora Jaioaa Bond's Odd Job. Each dMnctar has 
thetr own M^HaaoMton FMV anding thM haa baoM cfoMed aapaclaHy 
for this Meat chapter In the sailaa, and the iton*ia has baan 
twaoliad soMly to compensat* for thah hduslon. Thofe're also 
one to three other characters.* Kaffka caugM hI ms eW. This was 
deartyoneofthosel couM teH you. but then I'd haw to kli 
you' momen ts . We later dug out ttte intor ma ttow from our 
network of unoffldal soureas — the Ogre ike Bd okfc has 
spines acfoaa Ms head and back and looks uttarfy 
fearsome. WeB, what did you expect, P ee- W ee Herman? 
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MORTAL KOMBAT GOLD AND NFL BLITZ TEAM 

Lett to r^ht: Eft Tucker (associate producer). Michael Gottleib (producer), arwl 
Andy tLifflta (assistani producer). This tireless trio serves double duty 
supervising ttie cotrvop conversion ol NFL BHti 2000 by US-bascd AvalarKhe 
and the original efforts of Brististi developer Eurcom on Mortal Humbat ColA 



I YARD RUN 



,-i£> 



in m^ n 



r 



1 2 Ptayets ol last year's versfan h&f a 
bevy of new features awaiting tttem. 
irKluding weather effects, better opponent 
Al. and a greatly expanded play book. Tlie 
latter can tie expanded to include 
player-created plays, which can 
then be saved to a VRMI. 



[CRUNCH 

NFL coin-op hit heads home 

Bamng Street Fighter II. NFL Blitz has become one of 
Oie most-pfayed arcade games of the "SOs. Now its 
millennium edition (which for all Intents and 
purposes is Blitz "93] is headed for day one release on 
DreamcasL Still visibly shaken from hrs heated match 
of MK Gold, associate producer Ed Tucker explained 
why the game has become such a phenomenon. 

"All of the other games are pretty much simulations 
of a football game, whereas &ftz takes all of the fun 
aspects of fooUiall and eliminates anything we find to 
not be as much fun. such as pass interference and 
certain other rules. You still have the basic structure of 
a football game, but you lose all of the elements that 
slow things down.' 

The moral is, football, like so many other aspects of 
life, can be made more entertaining when certain 
rules are removed. But it doesn't hurt to have a few 
new rules (such as the abili^ to perform super- 
human tackles, or run faster than a freight train) 
thrown into the fray. 

Boosting play speed doesn't hurt either. 

Thanks to the similarities between 

t ^ Dreamcasl and the hardware running 

A V Blitz in arcades, this will be the first 

" L home version of the game to run every 
bit as fast as its coin-op counterpart 



IN BRIEF 



POINTS 



• Does away with pesky 
rules that serve no point 
but to stow things down 

• Somehow managed a full 
NFL license anytww 

— Ipoimts 



• Rival player* don't say 
-Sorry, did I do that?" after 
an ewwWIy nasty hit 

• StM Mine rules remaining. 
Bnfcwtwtately 

BOTTOM UNE 



Think of K as a diet version 
of Sega'B own MR. 2O00 
when It comes to adtterence 
to rules, but wf>en It comes 
to the grtt and hKs of rest 
gridiron clashes, rt may very 
well be the Jolt Cola of 
foottMll games 
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1 Mfdn Thonritor's coufses span ttie 
0obe — from the polar ice cap to the 
pagoda peppered Far East. Its boats 
Nave seemingly taken lessons in turbo 
boosting from Knight ffider's KFTT. 
Lost Island is or>e of 13 total courses, 
each littered with shortcuts ar»d stunt 
ramps. Track-side details range from 
ttie mammoth to ttie mirNite. such as 
fwt ail balloorts orbiting Lake Powell - 
Boost fuel can be gleaned from 
natural talbett dangerous) sources. 
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POWERBOATS IN PORT ' 

Orlgifkally developed for tfw arcade. Hyxiro niuodoris beii^ ported hick, stock, and 
barrel to DraamcasL AB of Ute colivop's 13 powerboats <soRte of whtdi are Mdden) 
and U courses remain Intact, as are Its Mindm^y fast visuals, 
which, at the tkno of writing, are promised to 
remain at a consistent 30 
framt s -pw second. True to so 
many other arcade-to^iome conversions produced In tfie next 
generation age. HyCro Thunder is also reccing some 
specialized attention on Oreatncast to tlte tune of two new 
courses lo d wdhig ■ traMng area and a hkMen cavern circuit 
Now. if only the hydr iJcs were kicluded... 
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Hydro racer vamps up the pac^e 

After three bone-jarnng play sessions, what couk) 
possibly be more retaxing than an leisurely boat cruise 
around a tranquil lake? Not Hydro Thunder, that's for 
sure. Those familiar with Midway's cotn-op will know 
that the boat in question has a jet engine strapped to 
■l and thai the lake includes huge stunt ramps and 
whopping 500ft drops. Not very relaxing at alt. then. 

"You're never going to see a boat game that will 
realistically react to water, react to other boats, react to 
running into walls, or jumping the way Hydro Thunder 
does," associate producer Sean Witson yelled over the 
high-pitched whine of the boat's engine. 

Hurtling headlong towards an ominous waterfall 
edge, it's peitiaps understandabte for a nov>ce to think 
their number could be well and trufy up. However, we 
krww better - the coin-op has been sitting in the 
DCM offices for ages so we were wdi prepared for 
some riauttcal gymnastics. Wiison. our instructor for 
the day. decides to put minds at rest anyway. "That's 
another thing that our boat racirig has that you simply 
cant do with a driving game - the depth of courses.' 
be yelled, swaying in his seal "In most racing games 
you're basically on a track. We catch some serious air 
I mean, you go off these cliffs..." We hurtle down the 
500ft drop which is accompanied by a suitable ~yee- 
hah!" from our virtual co-pitot. 

Rarjgif>g from Lost Island to the Far East to the tee 
Cap. the rest of the game's post-apocatyptic courses 
all have something in common Handily-ptaced jumps, 
ludicrous drops, (and most useful of all] plenty of 
shortcuts. Each boat - in easy, medium, hard, 
and super-hard varieties - also has one 
across-the-board feature: a time-saving 
nitro bOQsx which is recharged in five and 10- 
second increments by picking up 
floating buoys. Triggering your boost also 
invokes the aptly-named 'mighty hull.' 
which enables you to send competitors 
hurtling end-over-end. 

Amidst this flurry of jet spray, 
precision jumps, and break-neck 
speed, we decided to part 
company with Midway 
before someone got hurt 
- we'd had enough 
excitemenl for one 
day On September 
9 you could weU feel 
the same way, , 



POtHTS 



• This b no Sunday pteaMMO 

cruise for wusses 

• \bst courses with masalva 
stomach-churning drops 

• Naturally, arcade qualtty 



^ POWTS 



• You couM be reminded 
wtwt you ate tor lunch 

• Missing hydraufics 

• Arcade-etyte hiHi could 
poeaMy sfiflr^ some teoha 



BOTTOM UNE 



Short of a simulation of the 
sinking Tttantic (where Lao 
dl Caprlo gets pushed 
overtxtan] and glugs to a 
watery grave In tfte first the 
minutes), thii ona daaafvea 
to rule the waves of 
Dreamcast boating games 
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PHILAbt^.cHIA 



TENNESS 



3 5 Seeing the snap of the ball, the hand-off. and 
a 10 yard gain happen in ttic Mink of an eye is 
a sobering experience — enou^ perhaps to 
relegate you to the infinitely more placid 
role of a tiystander during multi-player sessions. 



HYDRO THUNDER TEAM 

Heading up the Dreamcast conversion of Hydro Thimder are associate producer Sean 

Wilson (left) and assistant prtMhicer Ed Quran (right). Its creators are presently locked 

away at Midway's Soutliem California offices working on a new. top-secret title. 
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Introducing the most advanced videogame system in the world. We 
give you everything you need to become a certified Dreamcast expert. 
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Welcome to the brave new world. Here your 

precoiKepltoiis of videogames will quickly be redefined as Sega 
realizes its most powerful vision of interactive entertainment yeL 
Dreamcast is no amble along tite vidcogfiming liighway, it's a 
iiitFous-oxide-fueled drag race to Ifte iiexl level, leanng current 
gaming systems spluttering in tIte dust. Representing llie absolute 
peak of Scga's home gaming know-fiow, it pulls logetfier bleeding- 
edge technology from electronics wizards NEC, (Microsoft HitachL 
and Yamaha - and it's going to blow your mind. 

On [he siiriacfi, Drcanicasi li;is niany siftnlanlies lo past consoles- It 
still uses a traditional-^yle controller (Virtual Reality never quite seemed 
In catch on) and its games once again come sloied on compact discs - 
not siHiie sort of Star Trek holo-cube, as you might liave lhouglit_ But 
t>encalli ils uiiassuimiig, pearfy while exienor. however, lies a new 
dimension of earth-shaking innovations and unprecedented possibilities. 

Over the fullowing pages, we give you the lowdown on what makes 
this exotic lx;asl so dilferenl Irom its predecessors, and provide you witli 
more than enough tech -talk with which to astound your uninilialed 
friends. So lix yourscti a drink and a tasty snack, srt down, put your feel 
up. and take some quality time In get lo know your Dreamcast. 

A brave new world 3W&HS. and you'll want lo be prepared... 
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DREAMCAST 101 



ideogame machines are 
uHimately the sum of their 
component parts, and in 
Dreamcast's case, those parts are 
staggeringly powerful. Here's a 
breakdown of the cutting- 
edge silicon under the 
b*od of the world's ^^ 

t techrtolo^cally 
advanced gamebox. 
And you don't need 
a pair of overalls ^.'«^Aamoix 
Md an oily wrench... / "eccmouu 



INTERNAL 
CD-ROM DRIVE,. 

Dreamcast's ciBtoni CD unit runs at 12 
linies Uie speed of iiomial dnvcs. often 
reducing load lintes lo "bbuk-atuf- 
youU-miSS-it'' insignificanca It'll still 
play your audio CDs. though — even 
the ones dieesie* ihan Caincrticn 



Dreamcast, 
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GEEK SHEET 

) CPU (Central FVocessing Unit) 

Hitachi SH ft SuperH RISC (Reduced 
liisltuctioii Set Conipiiiei) riiniinK) ai 
200 Megahertz, and capable of 360 
million tnstruaions per second. 

2Gra|rirics 

NEC Videotogic niMeiVR2DC chipsd 
capaMc o4 rendering 3 million polygons 
pei second with the follovMng effect?; 
perspective -coned texture mapping. 
point, tiilinear. tnlinear. and anisotiopK 
mip-map liltering. Gounnxl sliading. z- 
bulter . OOtOied Bylil boutcimi. full scene 
anti-ali3$jnc|, haKfwaie baseO I<hj. and 
tMimp mapping 

tSotHid 

Yamaha Super Intelligent Sound 
ftoccssor capable of articulating 64 
Simultaneous audiu clkaiinels with 3D 
emnmnmenlaJ eHeds. 



16 Megabytes at main system memory 
Elsewhere on the hoard ■$ 8Ub ol viOeu 
Tncmoty and 2Mb for sound 
Dreanx:ast isirt goniK) forget things. 

Storage 

12x speed specialized Yamaha CD- 
ROM dnve {known as -GD ROM") 
E:apable of holding up to I Gigabyte 

Modem 

56k mj VSO siarxlard -- upgiadeaUe 
Uuough replacement On the future). 



GD-ROM 

Sega lias created a new storage 
format especially lor Dreamcast 
called GD-ROM fGigabyle Disc 
Read-Ortly Memory) It can store 
twice tfie d«a ol normal discs, 
meaning you won't have to swap 
discs as often in 'epic' RPGs 





POWER 

Vfau can hardly wart, can you? Press this 
vitally intpottani Ixjtton and bear witness 
to the power of the most fully armed 
videogame console in exislence 



GAMEPAD PORTS. 

These are high-ltartdwidth ports Ge. 
very. very fast at moving data] Uial 
can handle not only controHers. b<it 
a host of penpher^s such as digital 
cameras arxJ siora^ devices 



OPEN 

Say 'ahtih' as your Dreamcast lid glides open \wih 
Hie grace ol a space ship enlty ramp. Mind your 
Hngcrs though — the discs are almost lAe saw 
blades when spinning diwn Irom Iheir tZx speed 



Oimenstons 

7 and 7/16 inches (W) by 3 inches [H] 
by 7 and 1 1/16 tnches (D). 



Supplied Accessories 

Composife A/V cable, power cord, 
modular tdephone cord, internet 
access soltwarc. one controller. 



MMIIMIM 



56K MODEM I 

Tile modem can t)e taken out of 
the expartsion Ixis corincctar. 
This sodwt will accomnwdate 
lutuie add-ons [sucti as the 
proposed Zip Disk drive, which 
wiH srt tffidefnealh ibe system) 



POWER PORT 

yUtacb your A/C power cord here 
It's detadtable. so you can run down 
to the shop and buy a r^>tacement 
in tl>e event your cat gnaws its way 
through it Me-oooooocKiwi 



A/V 

Here's wtKre four types 
ot audio- visual cables 
attach: Oxnposile Video. 
S-Vidco. RGB. and the 
sharper- Ihan-reat-lile 
VGA adaptor lor PCs, 



.EXPANSION 

This port can accept a 
variety of communicalion 
add-ons. sucli as the link- 
cable, for transierrino 
data lo and frnm a 
NeoGco I^nJuH system. 



VISUAL 
MEMORY 

One of Dreain<:asl's most 
unique features, the VMU 
(which stands lor "Visual 
Memory Unit")! is more 
Wkc a smallish hand-held 
game system than a 
memory card — w^ich it's 
MeiMled to replace. 

Central lo the VMU's 
hMictioiialily are its LCD 
screen, control pad, and 
action buttons, which 
enable you to organize 
data independent o( your 
system. More importanlty; 
you can also play a varied 
of mini-games that can 
be downloaded from 
Dreamcast titles. 



NHni-gamcs, such as this 
one downloadable from 
Sonic Adventure (above), 
can be downloaded into 
the tea bag-sized device 
Ihe results (in this case, 
better- trained Chaos) can 
Ihen be used in Ihe main 
game to increase your 
performance, and so on. 
VMUs vA&o have a built-in 
clock and calendar 
Miction, so not only do 
ttiey make storing your 
data more manageable, 
but they also help sort out 
your six;i3l life as well. 

Sega Is also including 
VMU ports on some of its 
Naomi arcade machines, 
twhich are are essentially 
Oreamcssts in coin-op 
c^inets. This will enable 
die use of data saved onto 
VMUs at home (things like 
qiecialized fighting game 
citaractcrs} to come to life 
in tlie arcaite. So far, the 
only Naomi coin-ops to 
include this feature are the 
Japanese -only wrestling 
Sde, Giant Gram, and the 
currently-on-test (and 
highly promising) Viitua 
Strike/ 2000. Many mare 
are planned, ilnugh. 

t nmt : Sega 
Pkrice:SI9.95 
Release: 9/9/99 
■^ : All 



CONTROLLER 

Frotn: Sega 
Price: S24 95 
Release: 9/9/99 
Games: All 





DIGITAL PAD , 

UsuaDy saved for 2D sprite-based sames. this 
ditectioiicil controller can also be used as four 
extra buttons i_AeiO Oanatiy employs it for extra 
crxitrol over your aircraft lor example). 



ANALOG STICK 

Provides a full 360-^legrees of movement arxJ 
256 levels ol "give'. This means that you can 
nwve chaiacteis wiUi exlren>e precision - froni 
crawling to joggmg in virtually every dliectioiL 



VMU 

Sold separately on day-one. 
the VMU will be an essential 
purchase [See left for details.) 

LCD DISPLAV. 

This is the 'visual' m 'visual 
memory* The VMU's liquid 
crystal screen displays text 
and images with remaikable 
clarity, with none of Ihe 
biuiiiii<;ss usually assoaaled 
with handheld game systems. 
It's not back-lit. so you'll litive 
lo use it in direct light in order 
to see what you're doing. 



START BUTTON 

Just as it sounds - it starts your games, and, in 
most cases, pauses them wtiile m progress. 
(The latter is. of course, essential lor those 
urgent pizza-cravtng momenta] 



ACTION BUTTONS 

Color-coded for easy recognition, these are 
used lor sdcdmg menu options artd making 
your on-screen peisona run, jump, stioot. Ttsli — 
oh. come on. you know the drill by now. 




BUTTONS 

Just like their counterparts 
on the controller, the "A" 
and "B" buttons ate used 
for selecting menu options 
and controlimg games. 
'Mode' lets yon switch 
between data management 
and game modes, while 
sleep' tums ttie unit off for 
conserving battery power. 




VMU 

PORTS 

Not in lact lor making 
toast, but tcccsses lor the 
VMU and Jump Pack. 
Two VMUs can exchange 
data silting sidc-by-side. 



WHAT, 

NO RESET? 

By now, you've probably 
noticed that Dicamcasl is 
missing what would iKxmally 
be an ottierwise common 
component ol a videogame 
system - a leset button. Its 
still possible (and quite 
simple) lo reset the .system 
though. You simply hold 
down all loiii action buttons 
on your controller fW, "B". 
'X", and "Y") and hit Start 
Viola! JdSl [k>n'l let this slip lo 
your annoying little brother or 
clumsy Inends. okay? 



JUMP PACK 

Adds purKh to your games — 
literally This lits snugly into 
the VUU slot on your 
conD'oller (or light gun) and 
provides a rumbling forcft- 
teedback elfect vwth certain 
games The effect vanes in 
inlcnsily. so you can (eal 
eveiylhing from the piuei- 
palter of Some's feel 10 
massive, booming ex[rioslonK 

From: Sega 
Mce: $19.95 

fteleaae: 9/9/9& 
Games: All 
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ARCADE STICK 

Btiill ItiMii IIm: siiinr (xiiii|M«iciil5 nt, Sei|.i's 
Ciiiii U|i f)y;ilicK.s. sucti an lite chic used tiy 
Viilu.1 figtucf .lltt. DuiabU:. m othci wocdv 

Froin: Afjelcc . 

Price: Vl'i 9S 

Release: y/9ffl9 

Gmnes: fiiwu Stnnn. SixH Cn/Stur. aiid irHxe v 




LIGHT GUN 

^ WlHle Ihis nKMkH won't be 
jvnilalilc at lauiidi. nltiers 
will iiicliiili; the same 
foaiijies (!>cc page 107). 

BoasiKty .in Right way diiecitniial pnd. the ijiin 
c;)n accoiimMMtate ;i VUU ui Jump Pack - 
ihe laitet wtll arlri force tfH^dtiacfc rccotl 
effects m coiiipatibk: ^ntes. 



From; Vanous 

Price: f foni $29 95 

Release: 9/9/99 

Gaines: ' htusi; of the Dead ? 



RALLV WHEEL 

From: Ageiec 
Price; S;!9,95 
Release: 9/9/99 
Games-. CART Racing. 
MfViaco Grand Pnx. 

Raca. HydiO 
Jltunder, 
Hardcore 
Heal 
and HMHe 



In addition to the commonpiace tngger. action, and 
siaii buttons, the gun >eatuies a eight-way directional 
pad that can be used lo move around Die ^me wo<ld 
while liiing. Die first gaitie to make use ot this leaiure 
will t>e Seya's ^e Uie Buttel ip^c 231 The potential 
loi even simplistic HOTD2-SfytR shooters lo include 
some degree ot feattime. directional control is exatint) 





MENU BUTTONS 

Tliese substitute for the Dreamcast 
controller's directional pad. letting you 
skip forward and backward through 
youf game's menu options 



ACTION 
BUTTONS 

Beyond letting you confirm 
menu options, these buiirxis 
(which mimic the console 
controller s A B. X. and Y 
buttoiis) can be used 
in various racers to 
honk your hoin. 
activate headlights, 
and raise llic hood 
[er. maybe). 



VMU 
SLOT 

VtW C«i MMl d«a m your raong games thanks to 
Iho «ltWiri lM«k-ln VMU rfoL Ttw VMU wmdow displays 
raot-ralaM Monnooon (thouU you gel bored o( 
taKwii « dw TV toiMil 



PROTOTYPE 



From the moment its tech specs 
were drafted up, a product 
desi^ team l>egaii Ihe long 
process of creating the look ot 
DreamcasL As you can see 
below, some of the earlier 
efforts were truly "out there"-. 




The Tirsl conceptual designs 
bad more in common with 
William Gibson's Neurontancer 
than a games system (although 
K could pass lor a custom Super 
Hang On controller, perhaps). 
Us nozzle- like appendages are 
presumably conlroHer ports. 




Anempt number two mimicked 
the design sensibilities of the 
Sega Satiirti, witli the obvious 
addition of two more gamcpad 
ports. This design also displays 
one of the eariiest prototype 
names for the system, "Vortex" 
— just one of several working 
monikers given to Dreamcast 
while it was under construction. 



Sega's near-complete design 
bears many similarities to the 
final production model — 
eicepi. ot course, lor Ihe CD lid, 
which looks like a 22nd century 
windowed toilet seat. Eck. 



EXPANSION 
IS THE KEY 



Dreamcast is nnore expandable 
than Inspector Gadget's 
Big Briefcase Full of Gadgets'". 
hi tact, it's capable ol "evolving" 
lo adapt to new technologies. 
Here are three next-generation 
■dd-ons lliat Sega has planned 
tor the year 2000 and beyond: 

,rophone Pacli 

This should he out in Japan by 
the time you read this, and will 
be used by games pro^^mmed 
lo react to vocal commands. 
Bui that's not all. Sega intends 
the device to l>c used as part ol 
a irideo phone system in Japan 
using the Dreamcast's built-in 
nixtem and coupled to a smaM 
digital camera positioned on 
tafi of the monitor. 

Zl|» Drive 

Similar to those currently 
available for home computers. 
die drive will be able to store up 
100 megabytes ol inlormalion 
on removaNe disks, which can 
ttc over- written again and 
again. The device will 
have a number of Internet- 
relaled uses, including the 
downloading of digital movies, 
lausic, game demos, and 
■xpansion data. 



The future of vkteo is DVD, and 
Sega has already announced 
{Nans to release an add-on box 
far Dreamcast enabling the 
jpearly white console tn play 
BKm in the future. Well have 
Hore on this as it's revealed. 



ACTION ^ 
BUTTONS 

In Saga Bass Fishatg. ihes^ 
four buttons are used for 
corifimiir^ menu conirnaiKls. 
ijettinii niil ymii tackle (Initi. 
hull), and selecting lures. 





FISHING 
CONTROLLER 

One ol the world's most popular 
pastimes deserts its own videogame 
controller. The Ftshtng C^ntroUer makes 
reeling in your catch in Snga Bass 
Fistwig C^nd. no doubl future fisJiing 
titles] an incredibly engrossing 
experience Thanks to Us internal 
inuuoii bt-iksur. castrng and tiigging at 
your lure is perl onned just as in real lllc. 
and the feedback moior lets you feel 
every tug ol the lisli once it's hooked. 

From: Sega 
Price: ^34 95 
Release: OctolKr 
Games: Scya Bass fighting 



FroHKSega 
Price: S19,95 
Release: 9WM 




■ 



REEL 

Just like on a real fishing rod splnntrig the 
feel forward will alk)w you lo let oui your 
fishing line to decrease line tension white 
spinning it toward you will leel in youi 
catch (and your dinner). 



ANALOG STICK 

Sega foss fntuttg einptoys Hie analog 
slick fnr moving your boat lo vanous 
positions on Ihe lake, as well as paging 
through the sets ol lures in your tackle 
box and highlighting menu opliCNis. 



Serving tticsc litdc- known 
morsels of trivia at your iteil 
gaming get-together wiH 
forever attirm your status aa 
a smug, next generatio<| 
gaming know-it-all. JusI 
cross your fingers that your 
friends didn't read this 
feature first 

Betore Dreamcasl... 

...there were actually two 
r>exl-generation Sega game 
machines in development in 
parallel. One of them used 
graphics lechiiology tram 
Japanese chip giant NEC, 
while the other involved PC 
3D card maker 3Dfx. NECs 
won out in the end. 

The Name Game 

"Vortex" is just one of Ilie 
names given to Dreamcast 
during its dcvclopmenL 
3Dfx'5 prototype silicon wwk 
given Ihe name ~Btack Belt*( 
while NEC's was dubbed 
"Dural" (after the Virltta 
Fighter 3tb czharacter) and 
later "Proiect Katana". 

Codename Katana 
The word "Katana" can s(M 
be found stamped on 
Dreamcast's motherboard 
and power supply, making 
you wonder if it was, at 
some point, destined lo be 
the final production name 
tor the system. Wlio knows? 
Sega, lor sure. 



KEYBOARD 

Okay, so cuiisote niiiiiulacluiers have, at some bine or 
oll>et llirled with tlie ideu ol adding a keyboard lo a 
gatiies system However, only now does a console 
pack enough palcnlial lo really warranl Ihe use of one 
H Dreamcasts ojnix.'ctivity to tlic internet figures 
lughly in its future, a keyboaid could eventually 
lieconie as cssoniial (o the DC player as it>e standard 
controtler {fur suriiiig the Web. participatiitg in chat 
rooms nod playirHi online games lliul r^-quiic text 
entry, the latter will be about as useful as Ihe fishing 
contrulter] Fcatiinng all the keys and doodads you'll 
liiid o<i a slunduid cuinputci keytjoard. the Dreamcast 
model also IxKtsts a number ol slioitcut keys designed 
specifically to make using the system's bundled 
inicinei sollware easier to operate (such the 
auiuiiiaied typing ol corniiion things as "www" and 
".com" for website addresses). 



VGA ADAPTER 

Pertiaps the most ingenious of 
Dreamcast's peripherals, the 
adaptor enables you lo conned 
your syslem to a VGA computet 
monitor for the sharpest display 
pos&ible II jiso Icatuies 
composite and S-Video ports SO 
ynii ran switch between ■ 
television and niorMtor hy sanply 
flipping a switch. 

From: Sega 
Price: IBA 
Release: T8A 
Games: All 
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TEAMBATTIE 



A Big Night In 



A magazine team. 
Three weird-ass 
Japanese games. 
No beer. Welcome 
to Team Battle. 



Whafs going on? 

Bvery issue, the DCM team gets together 
for a night of gaming. Each team 
member has one goal in mind - to 
convince the others that their game is 
the best and worthy of a Team Battle trophy p.e.. 
having beers bought for them that night by the losers]. 
There are no njles, but the team member that argues 
the best case wins. 

For this inaugural Team Battle, we pick three 
Japanese games to throw into the mix. Fran's a huge 
RPG nut so she grabs Sengoku Turb right out of the 
FedEx guy's hand. Randy is al) about Godzilla movies 
[with the obvious exception of the last one) and picks 
the Godzilla Generations title. Simon's into racing 
games and naturally gravitates toward the weird Pen 
Pen Tri-lceion. What follows are edited highlights from 
what was obviously a very long night 




A Big Night In 



Photgrafifiy by Michael Seitor 
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Simon Right, let's see what you've got. 

Randy: A bunch of weird games, that's what we've got. 

Simon: Look, try to get (n the spirit of this, okay? Or 
you're flred, or something. 

Raixly: lUlp!^ Okay, I've got GodUKa. 

ffaody toots the game up in tne Japanese Dreamcast, and 
e^ryone gathers around the giavt TV, 

Simon This had better be an Improvement on tlte movie. 

Fren: It's not. 

Randy: Hey! You just haven't played it. It's cool. Vmi get to 
•tep on staiff. hlow many games do you know where you 
get to step on stuff, eh? Yeah, right, not many, ilookir^ 
smug and noading nis head/ He loads it up and starts the 
game in Ongmai Mode. Godzilla appears at the water's edge 
next to a really badly rendered town 

Simon: K't amazli^ They've managed to make It k>ok tike 
a guy ki a suit, even tor the vktoogame. 

Fran: Is he even moving? 

Godzilla inches forwards, makes a pathetic SQuealir^ r)oise, 
and sfiufftes towards the nearest tMMing. Randy works the 
analog pad and tries desperately to make the oversized 
gecko do something other than creep about the landscape 
occasionally making builOnes spontaneously comtKist by 
swoosrt'ng mem r-e-^Uy Srio wly wrth its tail. 

Randy (nervously k Weil, she does more than that, ^tou Just 
need to get Into H. Um... 

Fran: What's that noise? It sounds like a marchii^ barKl. Is 
there a marching t>and? 

Randy Idefensively}: It's the irvgame musk. 

PSYCHEDELIC COLOF^, WEIRD 
CREATURES WTTH GIANT GARNG 
MOLTTHS, AND JAUNTY MUSIC. 
EVERYONE STARTS LAUGHING 

Siincin It sounds like the kind of really dull band musk 
ttiat you always used to hear In those r>ews stories about 
Russia, where they'd always just show a really big paracte 
of tanks and missiles, to ttte tune of a really moribund 
verston of 'She'll Be Coming 'Rourxl the Mountain." 

Fran: It was the sound of the *80s. 

Simon That ar>d A Dock of Seagulls. 

Randy: So you don't think much of H, then? 

Simon: Randy. K's a piece of i 



Ftan ihelpfuilyh But In a good way. Enn... anytmdy want to 
see Sengoku Tariff 

Randy ■offendedt. I hadn't really finished wHh Godzilla... 
but I guess so. 

Simon That's great. Randy. So, Fran — Sengoku Tutt. 

Fran tx>ots the game on the Dreamcast. and tt)row5 Godzilla 
at the trash. Randy d'ves out of his seat and catches it 
between fi/s teeth, does a TJ. Hooker roll back to his desfc 
and puts It carefully back into the case. 

Ftan isarcastically/. Great save, RandjiL 

Meanwhile. Ser^oku Turb's bizarre intra sequence is in full 
swirjg. A stick ftgl/ns. rollerbladir^ in a tunne/. is chased by 
flames. Three tiny floatir^ cat-peopie and cling to her back 
One of them falls off. but she teeps going. The end of We 

tunr)el is in si^t. along with what appears to tx a 0ant 
stereo with a huge neon fiean glowing above it. 

Randy; It's Ned DIanmnd )n the 21- century! /He begins 

singing 'Turn on Your Heartli^t. "> 



A gfay<xM>red stKk S^e appears in front of the girl, and the 
cat-thir}gs fall around her. One looks as if it's trying to eat 
the back of her head. The gray guy is hit by a laser-beam. 
The camera fiasttes back to the abandoned cat-thing in the 
tunnel. It makes a squeaking noise, 

Simon: Is that a turii. then? 

Ftan: I have no klea what's going on. 

The scene changes. A huge cat-shaped cooicJe is floating 
in space. 

Fran: What the hell ts that? 

Simon: It's a space biscuit. A cat-spaceshipWscuft-cookie 
thing. In space. 

A bubble-ship appears, wtth the rolleigirf m it. It flies throu^ 
space until it reaches a planet with continents shaped like a 
sleeping cat with a flower for a head. It crashJands and the 
title -Episode 1: Ws/tora ' appears. Swishing to the ganv- 
en0ne. the roilergin appears, shot out of a hole in the 
ffound in what kxjks a lot like TeleTubt>ie land. A nurse stick- 
ffgure appears and ttien speaks In what sounds to everyone 
SkB the backwards4aking Owarf from Twin Peaits. Midgets in 
wheelbarrows, a king, more stick figures without hands, and 
some music. 

Fran: Now K's getting really weird. 

Simon: Is the king a tuib? 

RafNfy: What's going on? 

Fran: I give up. 

Sinton: Ves. tHit what's a turti? 

Blank stares all arouna. 

Randy: On to Pen Pen. I guess. 

Fran: I dkln't really sell that too well, dhl I? 

Randy /sclemntyt. Vou did what you could. Fran. 

Simon: I thhrik we have a wlnrter! Pan Pen can't possibly be 
worse than those two. That s that then. Wall, goodnight. 
And you all owe me a beer. 

Fran: Mayt>e we shoukl see your game first? 

Randy: I agree. 

Simon (weahlyt Alright if you're going to be like that. 

Pen Pen Pools, and the team >s immediately dropped into a 
>te)law5ubmanne-/rfie animated MOrfd, with psychedelK 
cotors. weird creatures with 0ant gaping mouths, and jaunty 

musK. Everyone starts laughirjg 

Fran: Oh my god. 

Rmdy: K's Mnda cool. 

Simon: It kwks wtucked. but good. I'm going to be this 
Ittte^iy. 

Seconds later. Simon's controlling a weird, stuniea, blue 
dog/penguin as it sikles across the Urst part of PeryPen's 
three^tage jange course. Pressing the (A) button naps its 
wings, propelling it first across kx, then ttvou^ water, and 
f fwn. eventually, waddling along in the final stage of the race 
to the finish. 

Randy: So R's a racing game where you press ttw buttons to 
keep moving, and the last stage is basically a walking race 
between seven tubOy-lookIng monsters in a Play-Doh worW. 

Simon: Hbs. 

Randy: And you think that bests Gocbaa and TurW 

Simon: Easily. Look, they're so cool! That one's doing a 
nUe dance! 

Fran: At least we can all play this one, tt's fouriilaye^ too. 

Simon; The wlruwr! And the beers are on you two. But 
before we spilt, let's try and figure out what a 'turt>' is. I 
have a hunch it's the tittle wfteelbarrow^creatures. Want to 
hear my theory? Helk>? Fran? Randy? 



The Contenders 

GODZIUA GENERATIOHS (SCOA) 

PEN PEN TRMCELOf^ (SEOA) 

SENGOKU TUR8 (NCC) 



GodziHa Generatfons from 

General Entertainment 

provides minutes of tun 

inbetween }okes about 

guys in monster suits 

and the Inevitable jibe at 

the latest movie. 1 Here 

Godzilla splashes about 

tor a whfle before 

inching slowly towards a 

town' somewhere in 

Japan, occaskMially 

resisted by a small tank 

(also moving ver>' 

Blowty). . The ability to 

stomp buikSngs (very 

slowly) prolongs the 

agony, to the tune of 

some truly dreadful 

marching band music. No 

wonder the Japanese are 

so scared of Godzilla. . . 

The exact nature of 

Japanese 'RPG' Swigoku 

Turb renialns shrouded in 

mystery. It's a fact not at 

all helped by the addttton 

of weird cat-creatures 

that took like they're 

made of cookie-dough. 

stick people, neon hearts 

and midgets in 

wheelt>arrows. 

From the people that 

bn>ught you Godzilla 

Generations ctMnes the 

complete head^rip that is 

Pen Pen Tr»cekm. You'll 

never took at penguins 

(or dogs) the same way. 



The Winner 



It's weird. It's funky. 
It's got a blue flapping 
penguin and a shark- 
thing and weird walking 
races and H you play It 
for too long it makes 
you go funny In the 
head, ft's Pen Pen Tri- 
Icelon and It's a winner! 
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ARTIFICIAL INTELLIGENCE HINT> 



EVEN IF YOUR MEMORY DOESN'T FAIL YOU. 






nr.:^J3 IT CANT HELP YOU. 



it's thinking 
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1 HOW WE SCORE 


We mark out of 10. 
When we believe a 
game Is merely 
average, we give tt 
5/10. Unlike other 
magazines, we don't 
believe in giving 
everything a catch-all, 
advertiser-friendly 
7/10. We think you're 
smarter than that. You 
deserve a system that 
uses the whole range of 
marks. Below Is a short 
guide to how we rate 
the games we review. 




phenomenal 


10 




near perfect 


9 




excellent 


8 




£ood 


7 




for fans 


6 




average 


5 




flawed 


4 




weak 


3 




pathetic 


2 




embarrassing 


1 




A round-up of 
the best and 
the worst of 
the game 


+ 


SUMMARY 

The whole review In a 
handy bite-size chunk 


Dreamcast| 



^^^^^^ elcome to Test Zone, your 
^ T " J comprehensive guide to every US 
fc^i^H Dreamcasl release. Every issue features 
BB^B^B tiie most complete and in-depth reviews 
around and provides you with a solid-gold guide to 
what you should be buying for the greatest vtdeo- 
games console on the planet. No one likes to throw 
away $50 on a sub-standard game, and that will 



W 



Mf^^T) 



The lead review In T*st Zona to caHed "Super Test'. 
Here, youil find the biggest and most Important release 
exhaustively piay-testad. It's just orte of the many areas 
where DCM has the advantage over other games 
magazines out there. We're able to devote six packed 
pages to giving you the most detailed, Irvdepth. and 
OThtarget DrearrKast game reviews on the planetl 




DREAM GAME 

AWARD 



With Dreamcast's stellar 
software lineup, we wont be hardpressed to pick a 
game each Issue that goes above and beyond the 
call of duty and scores a hefty 9/10 or more. For 
such a title, we've created the Dream (tome 
Award. It's our highest recommendation to buy, no 
matter what your particular tastes. Every Dream 
Garrte should be in your collection. 




never happen to you again if you read Test Zone 

every issue. Publishers and developers have 

absolutely no influence 

here. We promise to 

give you honest, 

unbiased, 

independent reviews, 

written by 

experienced 

journalists who know 

games inside-out and 

who know what you 

want from a 

Dreamcast title. . ^ 

So welcome once 

again to Test Zone. 

Don't leave 

home 

without it! 



Very few games will achieve the 
coveted Draam Oama Award, and we 
hope that fewer stlii will qualify for our Oiac Infamo 
hall of shame. Every Issue. DCM will feature the 
worst game here. In the hope that the publishers 
and developers of these travesties will 
t>e embarrassed enough to think twice before 
foisting more of the same upon our beloved 
Dreamcast. Disc Infafno fires up for Issue 2... 



IN THIS ISSUE 



THIS MONTH 



You can expect us to finish every game we review 
and play them into the ground. But there are 
games that keep us playing beyond the final 
score. Here's what we had locked into our systems 
during the making of this Issue of DCM: 



N 



If^ying... 



SONIC ADVENTURE 



VIRTUA RraiTER 3TB 




HOUSE OF THE DEAD 2 POWER STONE 



: f -^' 



B M 



-lAJ 




Our Chaos are doing well. 
Oh. wait, what's that one 
doing in the comer? Ewl 



Balanced, el^;ant, arKi as 
deep as a well (but not as 
wet or darh, obvtously). 



it's still scary, and perfect 
for a quick blast between 
extended l^FStb slugfests. 



(Japan) A tantalizing 
sneak peek at the future 
of 3D fighting games. 



Super rest I 
Sonk Adventure 



House irf the Dead 2 
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SUPERr£5r 



Featured Review 




1-2 Whfle Sonic Adventure retains many ol the trademark elements (like the red bumper pad shown in this shot), the dazzle is amplified hundreds of times over. 3 Warp pads in 
the Chao areas allow you to transport live goods easily. 4 with the gtft of gab on his side, Sonk can now converse with anyone in town (but his lip^yrKh Is a llttte off]. 

Sonic Adventure 

Something old, something new, something borrowed, something 
blue - Sonic the Hedgehog reborn for the new millennium 



1 Knuckles the ornery 
•chldna Is back as well. 2 ^. 
Filled with brainbending 
turns, spectacular stunts 
and rather breathtaking 
vtews. Windy Valley Is simply 
the most visually amazing 
stage ever designed in a 
vlde<^ame. Period. And It 
plays as well as It looks to 
boot. 
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Qummer 1991. Millions of Sonic the 
Hedgehog carts are plugged into the 
oddly frisbee-shaped cart port of the 16- 
bit Genesi& Sega finally has a worthy 
mascot to take on arch rival Mario- Sonic is a technical 
marvel and a gaming legend is bom. 

Back then, despite videogames exploding In 
popularity, playing them was seen to be about as cool 
as wearing a pair of tightie-whities covered in Teenage 
Mutant Ninja Turtles. (If you've still got ■Cowabungai" 
emblazoned across your butt cheeks then you're 
reading the wrong magazine.) So while Sonic may have 
been the cool face of videogames in his heyday, the 
charm of his blue spikes, pointy finger gestures and 
entourage of woodland critters Canrh!). are no longer a 
sure thing in this age of mature action and adventure 
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~ New features, like these mln^annon launchers, are 
set to become staples in the Sorrfc library. : Your ablltty 
to play through the gan>e as several different character* 
ensures a new experience In every level. : Many of the 
game's events play like interactive cinematic features. 
like the killer whale chase In Emerald Coast. > For 
gamers predisposed to motion sickness, down a 
bottles of Pepto then take a ride down this ramp. Or 
forget the Pepto altogether — youll probably be too busy 
marveling over the sights to get sick. ~ Each ctwracter 
lias his or her own set of objectives to complete kn every 
level, but the rings remain the same. 
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l^ SUPERTESr 



Featured Review 




1-2 White many of tli« ftscondary 
characters' adventures tend to be a btt 
shallow tn comparison to Sonlc's, you're 
guaranteed a satisfying thrill ride ss E- 
102 Gamma or Tails. - The obligatory 
fishing segment is met with Big the 
Cat's mission to save Froggy. ' As 
Knuckles, you'll be able to scale nearly 
every surface: a skill Incredibly useful 
wtien you reach the Red Mountain stage. 
5 We're convinced that Sega put E-102 
Gamma In the game merely to meet 
Randy's request for 'a robot In every 
game.' 





ALL THE RIGHT MOVES 



Sonic runs, dashes, arxt... emn. carries 
things all through his first 3D adventure. 
So(T>e abilities are new. while others are 
pure vintage Sonic. Here's a handy guide to the 
little Hue dude's signature moves. 





He jumps! Jwnpiiv than 



Sontc's (las^ mavt 



; (A) again at the het^ t* littl* mora Dor a way to get pick-up. press (B) wKI you gal 



of Sordc'i toap allows Mm to 
home In on CM nurest eneniy 
Otjunp dash to cover a Kreater 
dMance more quickly. 



■r<x«Ml town ot «tae«s mo^ 
qulddy. Preu B to get around 

atHgrnspead. 




Sonic Adventure 




rrs A GORGEOUS AND MASSIVELY 
DETAILED WORLD, POPULATED 
WITH CHARACTERS THAT INTERACT 
SEAMLESSLY WTTH ENVIRONMENTS 

relevant as he does m Some Adventure. Under ihe 
watchful eye of series creator, Yuji Naka. not only is 
this the biggest game yet for the Blue Blur, but also the 
first time he has stepped out into a truly expansive 3D 

world. For a series that's been enslaved to 2D side- 
scrolling convention since its conception, it represents 
nothing less than a step out into the great unknown. 

Familianty then, is a welcome shoehorn to begin 
with as Sonic is once again pitted against the maniacal 
Dr Robolnik in a fight to preserve the vrorid from an 
uncertain (but probably pretty robotic) fate. But this 
time, there are more twists and turns to the storyline, 
courtesy of Sonic's chums, both old and new. who join 
the action. And those who fondly remember the first 
zone of the original Sonic the Hedgehog, stage one of 




Oct the Speed Shoes 



the Super Spin Oa»h. WWi ew:n 
upgrade you receive. Sontc'i 
dash mil become more and 
more powerful. 



ihe »*feotufe »aeo*en« o* tr« 
game. PicK things | iike Chao 
baUas) jp or set them down by 
pwiiln g lY)- 



: Speed t>oost pads 
are essentials in any 
5on/c game and Sonic 
Adventure 1$ no 
different. Knuckles 
plays an Important role 
in the actual storyline 
of the game. 



: It's perfectly normal for hedgehogs to ride trairts. 
rtght? RIGHT7I Uh... Helto? 



Sonic Adventure will be pleasantfy familiar too. 

As the first 'actwn stage.' Emerald Coast 
reveals, many quintessential features - 
such as speed boost pads, gold nngs to 
collect cute enemies to bonk on the 
head, and red bumpers that launch you into ortoit - 
have survived the transition. The obvious difference is 
that it's now it's all in glorious 3D- The result is a 
gorgeous and massively detailed world, populated by 
cleverly designed objects and characters that interact 
seamlessly with the lush environments. 

The heart of Sonic's f»ew worid is the fictional 
metropolis, and central hub. of Station Square. From 
here you locale the entrances to the ensuing stages 
and events, search for a way to open the doors at the 
local casino, or simply hop on a bullet train to the 
tropics. Station Square contains 'flagpoints' by which 
you meet different characters or find power-ups that 
give you that added edge in the action stages. 

Sega hasn't forgotten how its favorite mascot came 
to be loved by millions. Pure speed and blissful 
spectacle are Sonic trademarks, and they haven't been 
ditched in favor of talking foxes or fishing fat-cats. The 
action stages showcase such moments in stunning 
sequences. Dizzying loops and gravity-defying tracks 
that propel Sonic like a pinball into roilercoaster runs 
are displayed in breathtaking detail, as well as mad 
stuff such as riding on the landing gear of a helicopter 
across a 50-mile drop, or snot^joarding down a steep 
canyon course just one step ahead of a massive 
avalanche. Such set-pieces clearly show that Sonic 
hasn't lost his edge one bit 

But a problem that has lingered over from Sonic's 
days of yore is the tendency for these action segments. 
no matter how spectacular they appear, to feel a little 
loo scripted. Even with the new abili^ to move about in 
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WHO'S WHO 



Way back in 1991, Sonic ertered the 
industry, all bright-eyed and bushy-spined. 
Now, eight years later, wliat wisdom can 
he impart to us as the decade comes to a dose? 




~| SONIC 



Species: Hedgehog 
Best Level: 
Windy Valley 
Favortte '90t 
montent: Starring in 
my own game and TV 
series, of course 




~ | TAILS 







Species: Fox 
Best Level: 

Speed Highway 
Favorite '90s 

moment: Turning 
down that Disney 
contract 

I AMY ROSE 
Species: Hedgehog 
Best Level: Rna! Egg 
Favortte '908 
moment: LrilJtn Fair. 
pepper spray, 
Backstreet Boys 

[knuckles 

Species: Echidna 
BestUvel 
Red Mountain 
Favorite '90s 
rrwment: Grunge roc^ 
and attending the 
X-Games 

I BIG TXE CAT 
Species: Guess 
Best Level: Ice Cap 
Favorite '908 
moment; 24-hour fast 
food drive thru, 
bought a 'Clapper' 

I E-102 GAMM A 
Species: Robot 
Best Level: 
Red Mountain 
Favortte '90s 
moment: [computing] 
...Randy Nelson... 



Official Sega Dreamcast Magazine 



SEPTEMBER 99 



101 




m SUPERTESr 




1 While this shot of Tails 
may not be so 
complimentary, the skyline 
Is absolutely breathtaking. 

2 Chaos bring out the 
sensitive, nurturing side of 
Sonic. This photo was 
taken somewhere deep In 
the secluded privacy of a 
Chao Garden. : The Lost 
Wortd level recreates a 
genuine Indiana Jones feel. 
4 Oh, how very 'extreme.' 
Next Issue: Sonic 
'slammin' a Dew.' 



PURE SPEED AND BUSSFUL 
SPECTACLE ARE SONIC TRAIDBVIARKS 
AND HAVENT BEEN DFTCHED IN 
FAVOR OF FEHNG FWT-CATS 



any direction, it would be foolish to deny that at times, 
you feel you're being lead around by your hedgehog 
snout After all. Sonic's ail about speed, not ambling 
around pulling switches and collecting keys- But just 
when you think this might begin to get on your nerves, 
you discover the tnjmp card. After completing the 
game with Some, you'll have the option to play through 
different sets of levels as vahous characters you meet 
along the way The staple duo of the series. Tails and 
Knuckles, as well as newcomers Amy, Big the Cat and 
E-102 Gamma, all possess 



entirely new objectives 
suited to their individual 
un ique f ea tu res [see 
WIImi*s Who boxout on 



Q: How do 1 Ret staftpd? 
A; Rrst, yoo must find an 
egg. There are two pastel- 
cok>red ones sitting In the 
Chao Garden In Station 
Square that can be hatched, 
but you can also find additional 
eggs as well as special colored 
eggs in nnany of the adventure 
stages such as Mystic Ruins and the 
Egg Carrier. But you can only hatch and 
care for them In a Chao Garden. 

Q: How do I hatch an ^g? 
A Chaos are very sensitive to youf 
actions, so tt's best to avoid dropplr% 
or throwing an egg. Hatch it nice and 
slow by first picking it up with the (Y) 
button, then holding the button down 
and presslr^ any direction on the 
anah}g stick. You'll begin caressing the 
egg. coaxing out the Chao. Once you 
set it back on ttte ground. tt'U hatch. 

Q: v.'h;.t should I do with tt once K 

fiattiie?,'' 

^- Pay close attention to how it acts 
each time you visit. At this esrty stage 
In a Chaos life, you can assimilate 
different animals with rt. This can be 
dor>e Oy freeing some of HoOotnlk's 
animal slaves In dlffefent stages then 
returning to a Chao Garden. Pick one 



up artd bring K near a Chao. The Chao 
will ttien nude the animal and take on 
some of its characteristics. You can 
also feed your Chaos by shaking down 
coconuts from the trees in the garden. 
Never hurt your Chaos by spinning Irrto 
them or jumping on top of them. If you 
accidentally do. make sure to feed it 
plenty of coconuts. K also doesn't hurt 
to (ahem) cuddle tttem once In awhile. 

Q: Can you mate Chaos In the gardens 
Q, only "n th*> VMU? 
A: You can mate them anywttere, but 
preferably not In public. When a Chao 
reaches adulthood. It will enter an egg 
phase, then iiatch wtth a larger body. 
Now It's ready to And a mate. Set the 
two adults next to one »wther then 
give them some privacy {you'd want 
sonte tool). If successful, tfte Chaos 
will produce an egg! 



1-2 Sonic will have to face 
all sorts of danger and 
menace as he pursues Dr. 
Robotnlk. :-- Knuckles and 
Tikai, the past guardian of 
the Chaos, have more in 
common than pseudo- 
dreadtocked coiffants. S 
Amy gets to take out some 
much needed female' 
aggression on Sonic. Tails 
and Dr. Robotnlk during a 
surreal Whack-A-Mole type 
mini-game. Camllle Paglla, 
eat your heart out. ■ 
Uttie details, like a 
dandelion puff floating by 
or the leaves swirling 
around in the air, leaves an 
indelible visual impression 
on the player. 



page 101]. Our favonte is Tails, who despite being the 
kind of videogame character who would cleaiiy be 
beaten to a pulp within nanoseconds of arriving at 
school, can fly. This makes the scenic routes of the 
game even more breathtaking. 

And while none of the characters' individual 
adventures really match up to the depth and fun to be 
found in Sonics game, they do add a great new 
dimension to the in-game universe, and a lot of replay 
value. You feel there's always more you can explore of 
the levels, and even coming back to it after a week off, 
mastering the other characters is a challenge. 

But what about the bad stuff? Well, the only real 
gripe we have is with the cheesy voice-actng that 
creeps in as the auxilliary characters' adventures are 
progresswely unlocked. At least you can reach for the 
volume knob when it all gets too much to bear 

Despite this, in every other respect Sonic Adventure 
breaks barriers in gameplay and graphics, while 
retaining enough of the series' quintessential quirks to 
keep original fans happy. With an improved camera 
system ffrom the one seen in the Japanese release), 
vast environments, and some novel gameplay features, 
it's a fast funous roHercoaster ride with enough depth 
and beauty to satisfy even the most jaded gamer. Its 
not the oniy reason to buy a Dreamcast but its a damn 
convincing one. Welcome back. Sonic old pal. we've 
missed you! 

-Rancesca Reyes 
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Drop-dead goraeous graphics t Oeveriy designed levels + High replay value with six different characters 



- Camera system still isn't perfect - Secondary adventures a t)it shallow - Have you heard Big the Cat talk? 



Sonic's back and on better form than ever tor his Dreamcast debut. Stunning graphics, imaginitiwe 
level designs and tons of replay value deserve to serrf it to the top of your 'Most Wanted' list! 
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HARD TO BELIEVE WHAT A LITTLE WN CAN 
DO TO A NICE CAR. 




f-'mmm 



PlayStation^ game console 




"i^r^ 





^ 



Dreamcast 



NINTENDO 



« 



TTP". r CH.* W '.Tn^ACO 




: .- .--..lacoifffir' 



i 





Seqa DreamcasC 



^.dts 



*i.rf 




Nintendo' 64 

Monaco Grand Prix is the most challenging 
racing simulation ever created. 22 expert 
racers compete on 16 famous, international 
tracks. The advanced driving engine 
redefines the meaning of expert racing. 
Every turn, pass, and acceleration must be 
timed to perfection. This is not a toy. Blow it 
and your car is shrapnel. Bred for the 
Pentium II, tuned for the PlayStation game 
console, the Nintendo 64 and Sega 
Dreamcast. Go ahead, play in the rain. 

",..ultra'detailed racing animal" 

■EGM 
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In-depth Reviews 



House of the Dead 2 



_SEQA_ 



UGHIOUN SHOOTER 



UOHT GUN, JUMP PACK. VMU WPCt; 



**9.95 





\ 7- .^ 



iiiir-' 

rr* ^ * ^ . 




1 "The driver said rt would be here In 20 minutes or it's free.' 2 'More pepperoni please.. ." A lomble gets up close and personal for a hot lead dessert. . Expect all manners of 
the undead, complete with lr>dlv(dual patterns of attack you'll need to le«m in order to survive. 4 Meet the enemy — part-time 4X4 driving J. Crew model, full-time flesh eater. 

House of the Dead 2 

Welcome to the land of the living dead (we sometimes look like this 
after a tough deadline — well, Randy does anyway...) 



1 Saving citizens from the 
fate of an early zombie- 
Induced death Is one of your 
primary goals In H0TD2. 
With a haircut like that, 
tfwugh. this guy surely 
knew wtiat was coming. 

2 -Hello. Can I Interest you 
hi a set of encyclopedias 7" 

3 By 6:00am. the ravers 
were looking well past their 
best. Two more hours of 
techno and they'll be the 
living dead, alright. 

4 This game does have 
educational leanings — it 
explains how to defeat each 
of the game's bosses. 

5 A level boss — tougher 
than an Iron box full of 
nails. 
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onsider this: Without zombies, 
videogame players would probably have 
a lot of time on their hands. CAs would 
video store wori^ers in the early days of 
VCRs - but that's another stofy.) Despite smelling like 
rotting Heirings and having the vacant look of an 
infomercial host the gaming public loves them. Well, 
loves shooting them to be more precise. Thankfully, 
mass zombie slaughter is the name of the game in 
House of the Dead 2 - and it's utterly fantastic. 

In the cerebi^lly challenged domain of the lightgun 
shooter, all you really need to know is. if it moves, shoot 
Ft (unless its a human, in which case, try not to - quite 
important really). H0TD2 drops you headfirst into a 
strange cobblestone town overrun with zombies, with 
only a six-round handgun for protection. 
While chasing the maniacal mind who set them 
loose, you'll need to save the lives of any stranded 
citizens left in the city. Start mowing Ihem down 
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though, and you'll lose precious opportunities to 
collect life bonuses or to take the game's alternate 
routes. It's this feature that sets H0JD2 apart from its 
gun-game competition and makes for extended replay 
value. Structurally, the different scenarios are activated 




1 A touching moment between two stiffs In suits 
(sniff). :' Want to see the next section? Then you'll 
need to ffnd each boss' own weak point, 'i Hostage 
fashion tip #12: Always wear a 'sports casual' 
sweater when your town gets Invaded by zombies. 
J Michael Jackson's 7Tir///er crew returns for their 
first paid work In years. 5 -Spare a quarter, man?" 
It's best to aim where It's sure to hurt — the head. 

SECOND OPINION 



SEGA HAS NAILED it perfectly. H0TD2 Is 
Incredibly fast^paced, tough enough to keep 
you comli% back day after day after day 
(and missing certain magazine deadlines...) and 
has been a big hit around the office. My only 
problem with rt is that you only have six rounds In 
Arcade mode, and rf you don't have a ll^itgun, 
you're realty missing out. Oh — anA the speech is 
terrible, but it's pretty funny. In a cheap^ss B-n«ovie 
sort of way. 

— SAnon 



I IT'S A SHAME SEGA USED A 
BUNCH OF EX-CARPET AD 
.SALESMEN FOR THE DIALOGUE 
I ACTING — rr GRATES QUICKLY 

by either saving humans or collecting certain items. 
They add a sufficient amount of replay value, too, so by 
doing something slightly different a completely new 
path is revealed. At the end of each of the six 
'chapters" you must also plug away at some very 
clever boss creatures, too. Creatn^ely designej and 
harboring unique weaknesses, these guys are a treat 
with the possible exception of the final boss, whose 
tough difficulty level smacks of cheapness (he morphs 
through all the previous bosses) and is sure to send 
more than a few players to the brink of tears. 

As you'd expect Sega has also implemented an 
"Original" mode in the Dreamcasi version that gives 
zombie killers the Chance to pick up items that add a 
twist to ttie proceedings. Imagine blasting through 
zombieville as a gray-haired granny (hey. she might 
make some friends), or using green fishing lures instead 
of bullets - sadly you cant use the fishing controller in 
the latter {What do you think this is. Get Zombie? - Ed:) 
Okay, these are token additions, but they're fun. and all 
the extras combine to make H0TD2 a good value. 

But the real variable in ti^ly gettjng the most of 
H0TD2 is the accuracy and quality of the lightgun you 
wield. If it's not calibrated correctly, you're guaranteed 
to be worm food - unlike your zombie friends, once 
your credits are up. there's no afterlife for you. 



GUN RUNNERS 



Saga's deciskHi to not bttng over Ks custom lightgun 

foe the US launch of Dreanvcast may hit Hotise o4 the 

Dead 2 fanatics hard. Since so many units have 

proved defective In Japan, we think it's just as well. 

Instead. US company Interact has promised that It 

wHIdeHvwtfM 

goods wtthtts 

officially 

licensed 

Starfire 

UghtSlaster 

(rtgtit). Look 

out for It In 

stores at launch. 

retailing at $30. 




While the joypad sometimes works pretty well fits 
rapid-fire ability gives you an edge over big targets 
such as bosses), obviously it's not quite as enjoyable 
as blasting away at the screen with a plastic gun. 

For a game so rich in cinematic potential, it's a 
shame Sega used a bunch of ex-carpet ad salesmen 
for the voice acting - it transcends B-movie-esque 
kitsch and grates very quickly. This aside. HOJDZ% 
sheen is tarnished by very little indeed. Of course, it's 
not going to deliver endless thrills (unless you have the 
memory of a zombie), but it's great fun while it lasts. 
And that flesh fiends, is surely what counts. 

-Francesca Reyes 



OHicat . Sega 




Dreamcast 



Amazing arcade graphics + Alternate routes increase replay value As campy as a row of tents (kind of) 



- B-fnovie voice overkill End boss is cheap, and we don't mean stingy Its tough if you're new to gun games 



■ L^ig^zut 



SUMMARY 



Fast-paced lightgun "survival bwror" wfth tough bosses and some amazing set-pieces. 
If you're "mature enough" to haidle it then this has loads to otter 
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The Sicker 
the trick, 

the sweeter 

the win. 



^9▲^. 



•V^ 



actual game screens 



j^' 



>.i--'- 



^? 



■^-- 



™ f 



<v 



^^i 1 



•^ 



rs 



r* , 



-■■^ 



£.-*'■. 






Race with Style. 



If you hanma get your smerye on. you 

HAWU GET INTO TRICXSTYLE. IhAT S 

MHERE YOU GO UP AGAIttST THE BEST IN THE 

WORLD IN AN ALL-OUT- GOFOR-BROKE RACE 

MHERE THE ONLY RULE IS TO WIN. BUT YOU 

GOTTA WIN WITH STYLE. SO PRACTICE AT 

THE Velodrome until you've sot the 

SKILLS TO POUND 






Miil"^Jig 

Wiiner lest liciii Eue. 



VeUR opponents right INTO LAST PLACE. 

Then you can drop some ill 720*^ spins, 
method grabs and barrel backflips, and 
out-race and out-stunt your opponents 
right into the winner's circle. and since 

TRICKSTYLE is powered by THE REVOLUTIONARY 
DREAHCAST GAKE console, it looks and PLAYS 
BETTER THAN ANYTHING YOU'VE EVER SEEN. SO 
60 GRAB SOME AIR. FEEL THE SPEED. AND 
TRICK YOUR WAY INTO THE NEXT MILLENNIUM. 



^\ 



r ^: 



r^ar- 



CLOCKNISE FROH the top III6HT, 

IKONX SLAH. ZAK T. LAYS DOtM THE SICK HEELFLIP LU6E INTO A LUGE 360 AND FINISHES WITH A HEAD5PIH FLIP. 



>a34«'M«a«^irein»lHmMiMMiiiLkC- MHgHiflnncd D wil n>«I^ Cl i ^ tu iLa SwiawwwW.WIWlll »>^ >B»a»«>gii^WH<WMwW«BMwtttertStgEm»i»a3. Lai 



Sega 
Dreamcast. 





^if '^*^ 






www. acclaim, net 



Emblem Guide 110 

A-B-CEmUems 112 

Chao Guide 114 

Sonic Network 116 



110 



SEPTEMBER 99 



CHAOS, EMBLEM 

□ o one can fault Sonic Adventure for not 
having a deep set of side-games and sub- 
missions to accompllsii. This game is literally 
filled to bursting with secrets and tasks for the 
meticulous So/i/c fanatic to discover. Intrigued by the 130 
Emblems waiting to be unlocked throughout the game? 
Need a helping hand getting started with raising your Chao? 
DCM has the answers, and more. 

Getting all - - 

the Emblems 

You've finally finished the game with ail six of the characters, and you're ready to kick back and 
call it a day. Not quite. You've stiil got Chaos to raise, secrets to uncover, and Emblems to collect! 
With all of these side-games and sub-quests to play through, it's almost like a whole new game for those 
devoted to getting the most out of Sonic Adventure. Feel like you're missing out? Read no further than 
DCM's complete guide to getting all the Emblems, raise a respectable Chao. and unlock all the secrets. 





ORE! 




Adventure Field 



There are a total of 12 Emblems that you can find lying 
around on the adventure field. 





MYSTIC RUINS !^B![®] 



On cliff behind Tail's home 




STATION SQUARE 



m-[^ m^ 



_ platform across from waiting a 
Trstn Station 




MYSTIC RUINS 



Mini-Games 



There are a total of 10 Emblems to be earned by playing Sonic 
Adventure's various mini-games. 



FAT CAT 
KNUCKLES 



r 



HEDGEHOG HAMMER 



Set the high score 



ea|(Q] : 1^1 f TWINKLE CIRCUIT j JM , \Q] \ iM 

1^ m cz 



Complete the course 



HEDGEHOG HAMMER 

Set the high score again 



TWINKLE CIRCUIT ^^ 
: the record lap time ^ fj^fc 



^ SKY CHASE ACT 1 ^g 


m 


im 


Complete the lev^^^J r i^^ 


m 


&i 



SAND HILL 

ampfete the course 
ice' 



SKY CHASE ACT1 

the high 




SAND HILL 

: the record lap time *| 



Total Emblems to be earned: 10 



J ' By passing through gates, ytxj receive points. The more gates you clear, the higher 
the amount of points will be when counted toward your course score 



SKY CHASE ACT 2 

^ Beat the high score 
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ll^^l^tt 



Beneath a fallen trw^trimk near Big's home 




STATION SQUARE ^^g !_^ 

Dig or cut grass in front lawn area of Ct^ 
Hail 



[^1^ 




MYSTIC RUINS g^ f^J^;^ 
Inside the tree next to 




STATION SQUARE ' Qg| j[ 
jh above the alley near S^wpol^ 



^'tm 




MYSTIC RUINS 



Off the left side of the wooden bridge 
leading to Chaos Emerald on Angel Island 




EGG CARRIER fv"^"^ []£) , ^ g^ i til , 
of high platform above 



pool 




: STATION SQUARE §rM 

Inside Burger Shop near City Hall 



EGG CARRIER ^S'S 

On the spinning platform on Egg Carrier 
deck 



^m 



EGG CARRIER ' ££ '[^ I C^ g^ | ^ 



Underneath Robotnlk*s bed" 



»ir^ ^ 



EGG CARRIER ^8 [f5 



^ia steel crate on the deck, near the boss 
fight area" 

m. 




Total Emblems to be earned: 12 



' Egg Carrier musi be in winged fonn to find ttws EmWem Use the cannons near the ships brtdge lo 
launch up to the high platform and teach Robotnik's bedroom. Inside, step on ttte switch lo rvumt 

his bed. 

* Step on the switch in the ship s bridge to translomi the ship into its winged form, then head ouUmIb 
to the arcwlar ptatform elevated that's titgh above the deck. Hop into the cannons surrouncknQ the 
ptatform and use iherr to destrtv the steel cities scattered around Vfaull find the Embtem Nddan 
inside one of them. 



OHi^ial ^^#kna IJS" rV^amract ikA,»,-.i — 



CF^PTFuOtD DO 
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Tips, Codes, Strategies 



Tips, Codes, Strategies 




^r^il?f.s by Level 



!^ 



Get the A Emblem 



fly faf the hardest Emblem to receive out of the three, the A Emblem is yours only 
i( you've got the skiHs and shortcuts to beat each leve! under a variable time limit 



Get the C Emblem 



K The C Emblem is easy enough to get; all you need to do is ptay throt^a level as e8ch of the 

characters. You'll receive an Emblem vvhen you finish each level as each of the six different 
gjjtompciefs the first timeJMUD^^^^^^^^^^^^^^^^^^^^^^^^^^^^^ 



HC 

Simple enough, 
finish the levell 



• Emerald Coast 

• Windy Valley 

• Casinopotis 

• Ice Cap 

■ Twinkle Park 

• Speedy Highway 

• Sky Deck 

• Lost Worid 

• Final Efi£ 




nuLS 

Finish the level by '' 
■psting Sonic or 
fbbotnik to the 

end pomt 



• Emerald Coast 

• Windy Valley 

• Caslnopolis 

• Ice Cap 

• Speed Highway 

• Sky Deck 



■^ 



^ 
^<^ 



KHUCKLES 

Find all three 
shards of the 
Chaos Emerald 



..■•W 



• Caslnopolis 

• Speed Hi^way 

• Red Mountain 

• Sky Deck 

• Lost World 




TWtnfdePafk 

Rnal Egg 

Hot Shelter 



AMY 

Reach the balloon 
and escape 
ZERO 




^ 



.^^ 



BIG THE CKS 

Catch Froggy! 




Emerald Coast 
Ice Cap 
Twinkle Park 
Hot Shelter 



E-162 GAMMA 

(Varies) finish 
level wrthtn time 
limrt or find 
froggy 



• Emerald Coast 

• Windy Valley 

• Red Mountain 

• Rnal Egg 

• Hot Shelter 



Get the B Emblem 



^ With the exception of Knuckles and Big. in order to get the B emblem in 
Adventure, you must fmish each level with at least 50 rir>gs m your pocket 



Collect 50 rings 
and keep em till 
the end 



Emerald Coast 
Windy Valley 
Casinopolis 
Ice Cap 
Twinkle Park 
Speedy Highway 
Sky Deck 
Lost World 
Final Egg 





^t^M 




• Emerald Coast 

• Windy Valley 

• Casinopolis 

• Ice Cap 




n^d 










■Imls ^ 

Cdtect SO hr^s 
and keep 'em till 
the end 

i 


• Speed Highway 

• Sky Deck ^.,^_ 



NNUCKLfS 

Find all three 
pieces of Master 
Emerald without 
hint balls 



■ Casinopolis 

• Speed Highway 

• Red Mountain 

• Sky Deck 

• Ust Worid 




• Twtnkle Parit 

• Final Egg 

■ Hot Shelter 



AMY 

Collect 50 rin( 
and keep 'em till 
the end 





E-102 GAMMA 

Collect 50 nngs 
and keep em till 
the end 



• Emerald Coast 

• Windy Valley 

• Red Mountain 

• Rnal Egg 

• Hot Shelter 



-Cf_ 



i«rl 



• ElmraM Coast 

• Windy Valley 

• CasirwpollS 

• Ice Cap 

• Twinkle Park 

• Speedy Hi^way 

• Sky Deck 

• Lost Worid 

• Rnal Egg 



^t 



lAILS 

Win the race to 
the end of the 
level, yet again 



• Emerald Coast 

• Windy Valley 

• Casinopolis 

• Ice Cap 

• Speed Highway 

• Sky Deck 



ZS 



HMUCHI 

FlrK) threa 

ol Master Email 

wltt>lnmn>j 



Casirwpolis 
Speed Highway 
Rad Mountain 
Sky D«ek 
Lml Wortd 




E-102 GAMMA 

Complete the level 
with more time on 
the ck)ck than you 
started with 



Emerald Coast 
Windy Valley 
Red Mountain 
Rnal Egg 
Hot Shelter 



I moi«ld Coast 
k« Cap 
TwMilaPark 
H(>t Shaltar 



BIG 'WE CAT 

Catch a 2 000*11 '••<> Om**! i^aK^ ^'Oppy 



Totai A-B-C Emblems to be earned: 96 




• TMnklePartt 

• Fmal Egg 

• Hot Shelter 



AMnr 

Complete the 
level within a 
certain time !i 



^-^r'^ 


• Emerald Coast 






l^^^jfr 


• Ice Cap 






W^Ki^i 


• Twinkle Park 

• Hot Shelter 


1 




BIG THE CAT 




Land a fish 


^^^^Bi 


L 




weif)hing 1,000 


^~m^y 


^? 




grams or niote. 


*^R^j\ 


tl"^. 




liien natch Froggy 


^^^ 


ijj 






m 



But Vm still missing six Emblems! 

Okay, you've finished the owiw with all nx characters, managed to find all the Emblems on the Adventure FieW. 
mastered the mini-gamas lo grab avan more, then relentlessly tracked down each and every A. B, and C Emblem 
from the levels- So why do you haw* onty 124 Emblems instead of 130? Don't fret -there are six Emblems still hiding 
OuL Where are they Road (m 

Play as SUPER SONICI 

Once you finish the game wtlh aach o( the six characters, you'll 
discover that a secret tavanih character has become available: 
SUPER SONICI Now. you muM play through the secret level 
available to him and beat ■ wfrnhi new ertd boss to see Mne game's 
real ending - and earn an axtra EmMam in the process. Super Sonic 
is powdered by gold nrigt. ao taka care rtol to run oull 

Enter the Chao Races 

If you participate m the Chao aiita mmai *ii\ Sonic Adventure, you'll be 
able to enter your little guy m thi Chao Raooi. Place first at the races 
Hve times and you'll be ewardod an Emblem each time - making for 
a grand total of 130. For more mfo on how to raise a winning Chao, 
check the Chao-sF>ecific sociion on tha naxt pagei 
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Chaos 



meed to earn five of the six missing Emblems in 
Sonic Adventure, but haven't a clue as to what a 
Chao is? If you've taken a moment to explore any of 
the adventure fields in the game, you'll undoubtedly 
have come across special areas harboring pastel- 
colored eggs and special warp pads. These areas are 
called Chaos Gardens, and you'll be spending a good 
deal of time In them if you plan on having anything to 
do with Chaos. 




The Basics 

Now that you're all set to start on your own personal 
Chao Adventure, youll need to be equipped with the 
basic knowledge, or the Chao to.' if you will, in order 
to make sure you raise a strong and healthy creature 
of your own. 

Chaos Gardens 

Start off by finding one of the Chao Gardens located in 
the Adventure Stages of Sonic Adventure. There is one 
in Station Square on the second floor of the Hotel- 
Once you enter, you'll find two regular Chao Eggs 
waiting for you. 

You'll find the Mystic Rums Chao Garden if you 
wander down the path leading left past Tails" home. 
Enter the small cave and follow the tunnel until you 
reach a mine cart resting agamst a gate. Hop m the 



cart and it wll automatically take you to the Chao 
Gardens on the other side of the mountain. Again, 
there are two regular Chao Eggs wailing for you there. 
The third Chao Garden can be found on Robctnik's 
Egg Carrier. Perhaps the Eggman's not as tough as he 
seems, since you'll be able to enter the third Chao 
Gardens inside the main light-rail station of his ship. 
Find the doorway on the second 
level of the station and hop on 
the letter plates to spell out 
■E-G-G-M-A-N'. Doing so 
will unlock the door, giving 
you access to the Chao 
Gardens beyond. 





CHAODONT 



Never jump. spm. or throw 
your Chao! If you 
accidentally do so. ther> 
make sure to feed it plenty of 
coconuts in order to win 
back its favor. If not you've 
got one angry creature. 



Uploading a Chao to the 
Garden Is easy from tAe U/D 
Station (above), but make 
stwe to avoid miwing tt or 



Hatching 

Sc now that you're set as far 

as knowing where each 

of the Chao Gardens are 

located, you'll need to 

start your journey into 

virtual parenthood. Choose an egg m the Garden to 

hatch and then stand next to it. Pick it up using the 

(Y) button, taking care to hold (Y) down. Now move 
the analog stick in any 
direction repeatedly to slowly 
cuddle the egg. 

After bonding with your 
egg. set it gently down on the 
ground. If all goes well, it 
should hatch shortly after, 
and you'll now be in charge of 
your very own live Chao! It's 
important to always hatch 
your eggs this way If you plan 
on avoiding a dysfunctional 
relationship with your Chao. 
you'll need to be as careful 
and gentle with it as possible. 



Chao Garden Goodies: What to do 

With a newborn Chao in your charge, you'll need to 
know a few facts about how to tend to it regularly It's 
important to feed your Chaos from time to time, 
especially if they don't seem very happy. You can do 
this by shaking down coconuts from any of the palm 
trees in a Garden. 

f^ind a tree with a fully developed coconut waiting to 
be picked. You'll know by the fact the fruit will be 
brovm. instead of green. Stand next to the tree, then 
press and hold CO. You'll grab onto the tree and 
by pressing back and forth on the analog pad. 
your character will begin to shake the tree 
Continue to do so until the ripened fruit tumbles 
to the ground. Next, pick it up and place it in front 
of the chosen Chao. which will automatically eat 
it Do this whenever you get a chance, and 
especially when you happen to injure or infuriate 
your Chao. 

There are also a few other points of interest 
in each Chao Garden that you'll want to take note 
of. You'll find a Download/Upload station m every 
garden that allows you to place a Chao in your 
VMU or extract one. This is the only way that 
you can participate in the Chao Adventure 
game, so you'll become 
quite familiar with the 
Download/Upload Station 
after a while. Pick up the 
selected Chao and bring H 
to the Station. Step on the 
red button and place the 
Chao on the ground in front 
of the large VMU screen. 
You'll be able to select a 
VMU port to teleport the 
Chao to. Once you do, it will 
disappear and your game 



i 



will be saved. 



CHAO DO 




Make sure tnai >-: 
never gets too close 10 
water if It fiasn't been i 
to swim. An untrained ' 
in water will flail a bit I 
drowning. While some I 
may have a natural atl 
for water, most r>eed to M 
taught 10 swtm in the VMU 
before they can enter watK 



Special 
Chao Eggs 



^ 



Each of the different adventure fields yields 
Chao Eggs that look different from the 
ones found in the Chaos Gardens. If you take 
them back to a Garden and hatch them, you'll 
find that the resulting Chao is also different 
from the resL If you plan on getting the most 
out of the Chao mini-game, make sure to find 
and hatch these special eggs to round out 
your Chao collection. Here's a list of the three 
different eggs and where you can find them 
within the game. 





In the Antique Shop near City 
Hall. You r>eed to swap out the 
Golden Egg in the shop for the 
rock-cofoted egg on the lawn of 
City Hrfl. ' 



*Nofe: Only avataue ^et comtiMng Speed Mghway 



MYSTIC RUINS 



.— . ■ ^*- 



In the waterfafl area neai the 
Jungle Area mine cart entrance. 
Push the rock on the right side 
Of the waterfall to receive the 
Silver Eggs. 



EGG CARRIER 



onboard 
Ithe 
ganwarea 
and you'll find an Biony Egg. 



CHAO DO 



<!> 10 pidy Milii your Chaos 
in your VMU as much as 
possible. This is one sure 
way to check their stats. 
Give them some fniiis, and 
provide them wiUi sonre of 
that very important one-on- 
one quality lime. 



One point of 
interest in the Chao 
Gardens is the warp 
pad area near the D/U 
Station. The warp pads 
will only be actnrated if 
you've completed the 
Adventure Stages that 
they are linked to 
[Station Sqiiate, Mystic 
Ruins, Egg Carrier]. They 
provide you with a quKk and easy way to transport Chaos 
from one Garden to the next. Simply hop onto the pad of 
your choice with a Chao in your arms, arnJ you'll soon 
appear in the respective Garden. 



Assimilating AlilHlies 

Okay, now its time to start raising your little 
ones and getting the real work done. You may 
notice that each time you enter a Chao 
Garden after returning from an Action Stage, 
all the animals you save from the previous 
stage will literally fly off of you. This is a sign 
that you can get your Chaos to interact with 
the animals that you've saved. 

To do this sirrpiv c'lcV, .p ^r-:- :i'"the animals 



arKJ brir>g it in front of your Chao. The Chao will then 
nuzzle the animal delightedly and promptly take on some 
of its characteristics. This is a great way to change the 
makeup of your Chao ar>d vary its abilities. Depending on 
the animal you choose to use. your Chao will assume not 
only different features, but will have some of ils stats 
adjusted, too. 

Mating and More 

You can either mate your Chaos in the VMU or in a 
Garden. The only requirement is that both Chaos must 
be adults (or risk delinquency of a minorl]. How can 
you tell if your Chao is old enough to mate? YouTI know 
once it re-enters an egg phase, then rehatches. A small 
ring of flowers will grow around the Chao, indicating 
that it's ready to breed! 



In the garden, set two adult Chaos next to one 
another - if all goes well, they will mate. You'll now 
have a new Egg to hatch! The resulting Chao will have 
a combination of its parents' stats, including 
some of the animal features from both. 

Using the VMU to mate your Chaos is a 
linie different You'll first need two VMUs, 
each with an adult Chao 
saved onto it Connect the 



VMUs together and 
choose to Mate from the 
Chao Adventure menu. An 
egg that will show up on 
the Status screen, which 
can then be downloaded 
into a Garden at any time 



CHAO DO 




Or.e Aa> io Have you' diio 
tjecome special -colored is 
to comtNfie It with as many 
animals as possible, 
preferably ones from the 
same type (check (he box at 
the botlom of the screen to 
deciphei which cotor family 
the animal belongs loO 




Save some anfmala and use tlMtn to ^ve 

your Chaos some new attributes! 



Chao Sense: 
Mindreading your Chaos 

ilh the bastes oul ol Ifie way, you'll now need to gel a grip on some of the hner eispects of Chao rearing, such 
as knowing how your Chao is feeling. W/hite it's not quite as touchy-feety as it sounds, it's obvious that your p^ 
cant fell you what n's thinking since if can't talk But there's another way to deopher its sentiments By interpreting 
the different symbols that appear above its head Itofn lime to lime, the task is easier than it sounds. Below is a quick 
^^^ list of your Chao s actions and wliat they mean Consider this a (^ao-to-English dictionary of sorts 

(Heart] Us happy wiUi you. You're a [XX across eyes] A very unhappy or 

good parent angry Cfiao Feed it coconuts. 

^ [9hiM] a bud Sign. Hs angry or upset £- - across eyes] Very happy . 

./ with you. Feed it coconuts. 

V CHaH-closed eyes] Ttied Oiao. Play 

[Question mark] Your CJm> is with it or feed it to wake il up. 

indeamve. it ooesn'l Know what it wants 

to do next pWaving arms] Your Chao wants love. 

ftck n up 

^damation] A surpnsed Oiao Wait 

fo find out if this is oood or bad [HaOtag arms] Temper tantrvr 
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Tips, Codes, Strategies 



Usin 



"^u 



You can't simply rely on raising your 
Chao in a Chaos Garden in order to 
prep it for the Chaos Races in Sonic 
Adventure. You'll need to do a little 
training with your VMU to rear a strong, 
healthy Chao that can kick much butt in 
a race. 



1 ,* 





o'-i- 




Interacth^e walking Chao! Choose your own path. 



Chao Adventurel 

Now that you have a Chao in your VMU. you can begin 
on a new adventure! Simply switch the mode on Ihe 
VMU 10 Game, and a Chao Adventure screen will pop 
up. Now press the [A) and [B) buttons to begin. 

Your Chao will now begin its quest, and it's up to you 
to attend to rts needs in the meantime. The Chao 
Adventure basically consists of your Chao traveling 
across different landscapes. During its journey, several 
lhir>gs can happen that may affect its stats and inventory. 
Rrst off, you can name your Chao by using the Name 
option on the Chao Adventure menu. To reach the menu, 
simply press ^3 at any time during the game. 

Battling and Getting Hems 

Occasionally during your journey, you'll run across 
enemies that will challenge your Chao to a fight When 
this happens, you'll need to watch the dot meter at the 



fe^ 



Chao fight, fight, fight! 




1, 2, 3... I 
The Chao 



Once you've mariaged to beef up your Chao. 
you're ready to take ii to the racesi Located 
through the double door m the Statk>n Square 
Chao Gardens, you'ft Tind a fnendty race of al 
Chaos have set up a tournament coi'isisting 
different types of races for you to enter your 
Chao in. Each of the different races wiii focus on 
unique abilities such as flytng. swimming, power 
and njr)ning. In order to grab those last five 
Emblems, you1l need a power Chao with stats 
reaching over 300 apiece, so keep training them 
ia order to come in first' 




bottom o( the screen and press the (A) button in order 
for the meter to stop on the open dot. If you manage to 
do so. your Chao will attack! You must repeat this until 
the enemy's hit points have twen completely depleted, 
AftenAiard. you'll be rewarded with a treasure chest 
There will be three different buttons below the chest 
and you can choose from any of the three to receive 
different items. These items will then show up on your 
Items screen in the Chao Adventure menu. Make sure 
to heal your Chao after a fight by feeding it fnitis- 

Once in a while, you'll come across a treasure chest 
on its own on the adventure field. You can open it to 
possibly receive a fruit! Battling and treasure chests are 
just two of the different events that can happen to your 
Chao during the journey that can help your pet to 
evolve at a steady pace. You can even run into the 
different characters from Sontc Adventure, as well! Use 
the Chao Adventure often in order to really help your 
Chao develop - 



Grocery List 

You'll need to f^d your 
Chao fruits in order to heal 
injunes or boost its stats. 
Win fruits by playing the 
Fruit Game or finding them 
in chests. Here's what each 
item does for your Chao. 
Cherry. Power +4 
Grape' Run +4 
Lemorr Swim +4 
f^urrr. Fly +4 
Starnut. Punch x2 




CHfiONUf 



<^iai> ftat, eat. eat! 



Chaonut All x2 
Lifenut. Recover HP 
Hasienut Speed x2 
Lazynut Puts Chao 
to sleep 



TheFraHGanM 

One way to earn fruits to feed your Chao is using the 
Game option from the Chao Adventure menu. When 
you choose the Game option, you'll be able to play a 
Concentration -type game in which you must match 
pairs of food items on a gnd until you reveal them all. 
You'll have three chances to w\n the game, or it's over 
and you must begin again. Winning the game without 
making a mistake will reward you with a special fnjit 
while using up one or two chances will win you a 
regular fnjit You can feed your Chao fruits in the VMU 
or in a Chao Garden, Si- 



Sonic Network 

With the internet capabilities of Dreamcast 
you'll be able to do several cool things 
using the modem and Sonic Adventure, some of 
which are exclusive to the US version of the 
game. What will you be able to do? 

Using a special limited access browser through 
your Dreamcast you can start off by uploading 
high scores to the Sonrc Adventure-or\\y site. With 
this option you'll be able to earn bragging rights 
amongst your fnends and even across the nation 
by seeing how your scores rank against other 
Sonic Adventure players. But that's not all. 

• Cool addHMH for download that work directly 
with Sonic Adventure. Similar to the Christmas 
Nights limited edition disc tfiat was available for 
Saturn, Sega has created the same ^e of 
trofiday-themed add-on for Sonic AdventurevA\ich 
youll be able to access in order to spruce up the 
game just in time for the holkJays, 

• tn addition, there wli be other add-ons tfiat will 
change various background elements, like 
biltboards. which will be used in conjunction with 
some special contesb 

• The option to swap and trade Chaos across 
the Internet in a mode called "Chao Daycare' 
Share your race-winning Chaos with other Sonic 
junkies, or exclusively with your fnends by using 
a p a sw Mowl protection option available in 
this mode, as well. 

• The best feature is one that is only anrilabla 
to US playcfs. Wonder what all that Emb!em- 
coilecling was for throughout the game? Well, if 
you collect more than 100 Emblems, you'll have 
access to a special section of the site called the 
'Black Market' Here you'll be able to download 
an ultra special Chao that has been specially 
created for players by Sonic Team. 








Get useful 
tips and 
tricks on 
surviving 
Sonic 
Adventure 
straight 
from Sega! 





roD/^Y m Af^ 



f. ^<jr~rfNG THS Wei 
ON A coMrote 



2. CfTT/MG CA/^ie iS/Fi^ 
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AmD fcfVffkVf 
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miATtCiFf 
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ICN.com- What 
roo (te tsjTo 
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IGN's eictusive oniine 
retail games iMrtneT 



WWW, ign. cam 
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SEPTEMBER 90 



Official Sega iOreamcast Magazine 




DONATION 



Dreamcast Online Community 



[Dreamcast Network goes [ live] 



Dreamcast isn't just a 
game machine — it's a 
new breed of interaction 
between gamers. Enter 
DC Nation, your guide to 
all aspects of this 
burgeoning community, 
online and off... 



u 



[Worids apart] 




ega Is intent on changing ttw way you 

play games forever, but Its plans don't 

have as much to do with cutting-edge 

graphics or groundbreaking gameplay 

3S you'd think. It has to do with how you'll interact with 

other Dreamcast owners - whether they're down the 

block or on the other side of the globe. 

Serving as a beacon for Dreamcast ovwiers in the 
electronic frenzy of the information superhighway. 
Dreamcast Network enables you to connect with other 
players from around the country, and. in the process, 
aims to enhance your gameplay experience in ways 
never before possible. 

How does it work? 

Pop in Lhe Dreamcast Passport disc that comes with 
your system, click a button, and you'll be 
connected before you know it. Sega 
has its own preferred Internet 
Service Provider (ISP) for 
connecting to the service 
for a monthly fee of 
roughly $20 [full 
details are 

Exploring the vast new mdudedwith 
frontier of online RPGs 



ext year, your every notion of 
console role-playing will be 
smashed into tiny little bits. Hows 
that? Sega ,has two new online 
idventure games in the cards that will enable 
Hundreds of players participate within the same 
jame world simultaneously. 

First out of the gate will be Baldur's Gate, a 
conversion of Interplay's popular PC role-playing game. 
Based in tfie Advanced Dungeons & Dragons forgotten 
Realms universe, and played from a sprite-based, third- 
person isometric viewpoint the game will enable you to form parties of several 
human players and work together to complete quests and combat other parties. 

Far more ambitious in terms of player interaction is Sega's Frontier Due to launch 

by the end of 2000. the game will place you within a massive, fully 3D world where 

you can form parties composed of other human players. 

battle against other parties, and explore the vast 
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1 Dreamcast Network's 
main page Is your portal to 
e-mail. chat, and other 
resources. 2 Dally reports 
from Sef[a will keep you 
updated on new features 
and competitions. 





Baldur's Gate will be ttie first Dreamcast game to 
support hundreds of simuttarteous pfayeis online. 



the Dreamcast system], or. if you already have an 
Internet account for your personal computer, you can 
use it instead for no additional charge. 

What can you do? 

From the main Dreamcast Network site, you'll have 
access to private e-mail, message boards, daily news 
up)dates. live chat with other users, and what Sega calls 
"games extras" - online competitions, downloadable 
VMU games, and saved games. 

Upon its launch on 9-9-99. interactive gaming on the 
network will comprise a set of real-time parlor games, 
such as backgammon and solitaire, that can be played 
against several other users simultaneously. But that's 
certainly not all Sega has in store. 
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landscape in real-time. In what is called a 
"persistent online world," the game will keep 
going even when you're not connected. 
This means that the time of day will 
change, seasons will pass, players will 
grow older and gain experience, and 
events will transpire depending on the 
global clock. 

Look for the latest on both of 
these games m next issue's editjoo 
of DC Nation- ^ 



Where's it going? 

Starting this winter, Dreamcast Network will serve as 

ground zero for multiplayer gaming of a far grander 

magnitude. Games such as Sega Ra/ty 2 and Slave Zero 

will be among the first to let you go up against several 

other users in action-packed competitions that'll move 

every bit as fast as if you were playing against friends in 

your own living room. Over the next several months, this 

will expand to encompass games enabling hundreds 

of users to participate simultaneously within massive, fully 

3D worlds. 

Interaction like this is what Sega believes will tmly take 

gaming to the next level, and Dreamcast Network will make it 

as simple as clicking a button on the screen - figuring out how 

you ever played games the "old-fashioned" way. however, won't 

be quite so ea^. «j 
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TDSEE... 



www.ptiantasy«ta(.net 




Tha Ph.-ntaty St?r P^.-^ta 
Rnd out why everyone and 
their tmither Is aching fof a 
Dreamcast Installment In 
this classic RPG series. 

www.atex kidd .org 




Gobs of info on 
Sega's first US system, 
irrcluding a complete 
game bios archive. 

MVi'is.suneel-CucTi : soniczone 




History 
of Sonic the Hedgehog in 
games, animation, arid 
television series. 



Dreamcast Online Community 





[Out there] 



t 



S^a's high-tech mobile tour van. 




Qaving a few of 
your friends over 
for a day of 
games certainly 
isn't out of the ordinary - give 
a lew thousand videogame 
fans the chance to play 
Dreamcast months before its 
US debut and you end up with 
something altogether different 
Such was the case at Irvine 



ONUNE 
TIIVIELINE 



Meadows Ampilheaisr in 
Irvine. Califomu ihw pan June 
19 as Sega sponsorod KROQ 
radio's annual Weonie Roast 
alternative mutic (atiival 
Undaunted by the Southern 
Californian summet, gamen 
and rockers alike got their 
hands on the likes oi Namco's 
Soul Calibui and Midway's 
Ready 2 Rumble under the 



1994: Tlw Sega Chwtnal 



Dreamcast tent 
Events such as this 
will become even more 
commonplace this summer 
as Sega's mobile tour rolls to 
malls and landmarks across the 
nation Look for tour dates - as 
well as information on other 
forthcoming Dreamcast-related 
events - in future Installments 
o( DC Nation- ^ 



Fueted by something a brt 
strongef than (Met Coke. 
thousands of alternative 
music tans stood out in the 
Southern CaHfomla sun to 
get a first shot at some of 
Dreamcast s first games. 



via cahia till iiMuii. 



1999: Dreamcast Network 
■■ndiu or 9.9.99 with e- 
mal, durt. and parlor games. 



ii 



1969: Sega Introduces MegaDrive modem 
•a Jvan. tt's slow — so Is the matijong 
that's playable on it. 



1997 S«tunilMtMi 
brtngi Irttvmvt acc— S ta 
I'a 32litt systMn. 



Official Sega i Dreamcast Magazine 



2000: Dreamcast Netwoik 
adds support for massively 
muttiptayer games. 



SEPTEMBER 99 



119 



ENDZiCWE 

WIN! 

The *Win an amazingly fabulous, eye-bulging, palm-sweat- 
inducing, headache for parents and old people, really heavy, 
kick-ass Hydro Thunder coin-op with adjustable seating 
position' competition. 



Qkay - it's like this: In our rec- 
room here at DCM towers, we 
have two Midway Hydro 
Thunder coin-op machines, 
and they're great. So great, in fact that when 
we were racking our brains trying to think of 
what to offer our readers in this premier 
issue by way of a competition, it was only 
right that we give them something we'd all 
love to have at home ourselves. At first we 
thought some kind of weird South American 
jungle animal that stings and looks realty 
cool would do It but after running it past 
legal p.e. watching 'it' literally run past legal 
and under a filing cabinet), we were 
encouraged' to come up with something a 
little less... well, potentially lethal, frankly. 

All you have to do to win your very own 
Hydro Thunder arcade machine, courtesy of 
Midway, is to impress the hell out of us 
with your brilliantly creative and 
mechanical minds. Or, in plain- 
speak - your ability to make stuff 
out of cereal packets and old 
toilet roll tubes. 

What do I need to do? 

Eat the cereal, and. uh. 
Tinish' the toilet hdI! and then 
set about making an original 
scale model of a Hydro Thunder 
boat Then paint it and make it 
look like the real thing and put it 
into a box and send it to us at 
'Hydro Thunder Competition 
Orficial Sega Dreamcast 
Magazine. Imagine Media. 150 
North Hill Drive. Brisbane. CA 
94005. where we will judge it on 
design, originality, and paint-job 
Needless to say. all entnes are 
non-returnable - so if you realty fall 
in love with your work, keep it on 
the shelf at home. All entnes must 
be made from cereal packets and 
toilet roll tubes, and must be original 
designs. One twat per person per 
entry, please, and the maximum size is 12 
inches in length, width, and height 



Okay, off you go The closing date for 
entries is Ofitober 24, 1999, so if you 

snooze, you lose. Good luck! 

Stuff iMr bnvyan waat yoy to r«ad: 

Oe erey nxH per iniwkiM Ai cMne* moi be recewHI no Km Ifien 
OcloCer H. <sea. wttt tm wmnef lM«ig mnuicad on » atnuna 
jHWvy *. noa The oMtn of (tw OfflCMl Sega Owncau MagaBne !■« 
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(oesiffi '*V*'*»i- and psnt-iob) wO be vnghKl acMly M 33i» Bj 
Hitsng ihB axKesi you »g!te ilut iha Oilaal Segi DnannaM 
WsgizvE. irna^« Metta mt it>s Ohs conMM N»nion may lae jour 
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It's All Over 



Next Month: 

I EXCLUSIVE GD-ROM! 

Packed wtth playable demos and movies that will run on your 
Dreamcast system! Not available anywhere else! 

VF3TB 

Ready 2 Rumble 

Trickstyle 

Dynamite Cop 

...and more! 

I TONS OF REVIEWS! 

Over 20 new Dreamcast games completed, reviewed, and 
rated in our massive Issue 2 reviews bonanza! 

Every launch 

game rated! 

PLUS: World-first 

review of Sega 

Sports NBA 2Ki 

* SPECIAL REPORT 

From Japan: Irxlepth behlncHh&^enes k>ok at S^a's next coinop 
smasMilt f355 Challenge. p*us interviews with the developers and more! 





120 



EMBBt 99 





510 off any purchase of $25 or more, 
or $20 off any purchase of $100 or more*, only at 




/2,.^£^>J 



ib^ r<i<t« Avenue South New York. New York 10010 1-800-610-2A14 

get hooked up for less. 

Um VIH t^oao D9999 in the shopping cart to receive your discount. 
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lor the ultimate m NFL realism ^ and breathe slri»t 
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Over 1.200 all-new mQtion-captured 
animations by the New York Jets 
jwkiding punishirw wrap tackles 



Includes the expansion Cleveland 
Browns and Tennessee Titans debut 
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